
Cinematic Entertainment 



*■ Elite 

^ Zak McKraken 
^ Double Dragon 
^ TV Sports: Football 


Dragons Lair 


Preview: Deluxe Paint III 
Overcoming mice problems 
C64 Save and replace bug exposed 



Registered by Australia Post Publication No NBG 6656 


Recommended retail price 
















































































































































































































































































































Introducing... ^ 

► The NEW \ 

STARCURSOR" Joystick 

For fast and accurate game power! 

Rated by Commodore Amiga Review as 

f "King of the league" 


The new "STARCURSOR" means accuracy - accuracy that's 
impossible with a joystick that can't keep up with your reflexes. 
When you're playing for high scores, you don't want to be 
handicapped by an inefficient joystick. 

... The "STARCURSOR" is the closest thing there is to the 
perfect joystick... it's fast... reacting to your touch instantly, and 
it's accurate... giving you the highest percentage of scoring hits possible. 

The Starcursor is designed around the commercial "Multicoin" joystick 
- considered by many coin machine operators to be the best joystick on 
the market for accuracy and durability. It is tested and proven to 
Iast...no matter how often or roughly you use your joystick. 

SUITS ALL COMPUTER GAMES 

Your Starcursor can be adapted to suit any game with the simple Change 
over switch situated on the bottom of the joystick. This gives you the 
choice of a 4 and 8 way action for exact game control. 

FIRE POWER - THE CHOICE IS YOURS 
As well, the unique "common button switch" lets you use the Starcur- 
sor's three firing buttons together, independently or two together de¬ 
pending on the game you are playing. 

GUARANTEED FOR THREE YEARS 
by the manufactures, Multicoin Amusements Pty Ltd. 


HAND CONFORMING 

Easy grip handle with 
unbreakable 10mm steel shaft 


BUTTON COMMON 
SWITCH 

Middle Position: 

All buttons independant 
Left Position: 

Common 1 and 2 
Right Position: Common 
1 2 and 3 


THREE PUSH BUTTONS 

Can be used with any game 


Dealer enquiries to: 

Multicoin Amusements Pty. Ltd. 

17 Wrights Place 

Labrador, Gold Coast, Australia, 4215 
Ph: (075) 37 5711 Fax: (075) 37 3743 

W.A. 

J. Mills Agencies 

Ph: (09) 344 1660 Fax: (09) 345 1308 


® &© 


EASILY 

ADJUSTABLE 

4 & 8 way action slide on 
bottom allows for exact 
game control 


VERSATILE USAGE 

Can be placed on knee, in the hand or 
on a table using easy grip suction caps 
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Available on 
the following 
formats: 

IBM, Apple 
CBM 64 
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GALAXIAN 
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FANTASTIC!!! THE AMIGA VERSION IS AVAILABLE WITH AN ABSOLUTELY SUPERB MODEL PORSCHE WHICH 
HAS OPENING DOORS, BONNET, MOVING STEERING WHEEL ETC. TURBO CUP is available for the Amiga, Atari, 
IBM Compatibles (with or without car) and will soon be available for the Commodore 64. 

M.S.W.: Pactronics Pty Ltd, 33-35 Alleyne Street, Chatswood. (02) 407 0261 
VICTORIA: Pactronics Pty Ltd, 51-55 Johnston Street, Fitzroy. (03) 419 4644 
QUEENSLAND: Pactronics Pty Ltd, 12 Stratton St, Newstead. 4006. (07) 854 1982 
SOUTH AUSTRALIA: Baringa Pty Ltd, (08) 271 1066 ext. 6132 
WESTERN AUSTRALIA: Pactronics, Unit 13,113 High Rd Willeton 6155. (09) 354 1122 

Available from: Microcomputer Spot, Grace Bros, Steve’s Communications A.C.T., Harvey Norman, Myer, 

Westend Computer (Qld, Vic), United Computers (3 stores), Computerscope, and leading computer retailers throughout Australia. 
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TURBO CUP is an accurate 
simulation of the Porsche 944 
Turbo Cup racing series held in 
France on four different circuits. 
Qualifying rounds determine 
grid position for each race, 
are three modes of driving 
— Automatic, Semi- 
Automatic, or just like 
the real thing, 
PROFESSIONAL MODF 


your 


There 


ATARI 


Capture the excitement of 
racing a Porsche 944. The 
squeal of brakes, the aroma 
of burning rubber, the sweet 
smell of success, the bitter 
taste of defeat. 






































Wfe invite all Textcraft owners 
to take this screen test. 



Textcraft 



KindWords 


■ Supports NTSC. ■ Full Screen View (PAL Support) 

■ One Font. ■ Multiple Font Sizes and Styles 

■ 100,000 Word Collins British Spelling Corrector 

■ 470,000 Synonym Thesaurus 

■ Colour Graphics in Text 

■ Automatic Hyphenation 

■ High Quality Output with 1.3 Printer Drivers 

■ Easy-To-Use and Learn 


No other wordprocessor gives you the kind of perfor¬ 
mance you get from KindWords! ' 1 

Only KindWords gives you features like the 100,000 word 
Collins British Spelling Corrector and thesaurus, multiple 
font sizes and styles, colour graphics incorporated in text, and 
the new 1.3 printer drivers, for higher quality print outs. 

On the screen, KindWords looks like Textcraft, so you 
won’t have to spend time learning how to use it. What’s 
more, your Textcraft documents are instantly converted into 
KindWords files, with all the formatting intact. 

Best of all, now you can own KindWords at a substantial 
savings. Just send us the front cover of your Textcraft 
manual, or the cover of any wordprocessor manual, along 
with $75.00. We’ll send you a new copy of KindWords, and 
save you $75.00 on the regular price. 

With an offer like that, why not put KindWords to the 
test yourself? If you think we look good on paper, just wait 
until you see us on the big screen. 

KindWords 

KindWords is a registered trademark of The Disc Company, Inc. 

Amiga, Textcraft and Textcraft Plus are all trademarks of Commodore International, Ltd. 


COUPON 

I want to save $75 on KindWords suggested retail price of 
$150. Please send me a complete KindWords. I am enclosing 
the front cover of a wordprocessor manual along with my 
payment of $75, which includes the tax and cost of shipping. 

Name 

Address 


Sub 


State 


Postcode 

Phone 





□ I have enclosed a cheque for $75.00 Please charge my: 
□Bankard DVisa ^Mastercard □American Express 

Card 

Number 






I . ] 





Signature 


Month Year 

Expiration Date 

Send to: The Disc Company ■ 
P.O. Box 581 
Pennant Hills, NSW 
Phone (02) 484-8086 

Wordline 

2120, Australia 



















































COMPUTER PRODUCTS 
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Role-Playing 


Pool of Radiance fulfills all your gaming 
fantasies. The legendary ADVANCED 
DUNGEONS & DRAGONS® role-playing 
system springs to life on your computer! 
Embark on dangerous quests in the magi¬ 
cal FORGOTTEN REALMS™ game world - 
made incredibly real by advanced com¬ 
puter animation and combat that adheres 
strictly to AD&D® game standards. Prepare 

yourself for 
the ultimate 
fantasy role- 
playing 
experience! 

IBM 
APPLE 
064/128 


Heroes of the Lance gives you non-stop 
excitement and fully animated action on 
the mystical DRAGONLANCE® game world. 
Guide eight Companions, each with differ¬ 
ent skills, deep into the treacherous ruins 
of the temple Xak Tsaroth. They will need 
all of your skills to help them survive the 
attacks of giant spiders, demons, dragons 
and countless other terrors. Retrieve the 

precious 
Disks of 
Mishakal if 
you can! 

IBM 

064/128 
AMIGA 
ATARI ST 


DUNGEON MASTERS ASSISTANT, 

Volume I: Encounters is a utility program 
designed to help Dungeon Masters gener¬ 
ate encounters for AD&D® campaigns. 

It provides more than 1000 encounters, 
and over 1300 monsters and characters, 
including all of the monsters found in 
AD&D® Monster Manuals I Sr II. DMs can 
modify the existing data and add original 

monsters 
and encoun¬ 
ters to the 
database. 

IBM 
APPLE 
064/128 





ADVANCED DUNGEONS & DRAGONS, ADfifD, FORGOTTEN REALMS 
and DRAGONLANCE are trademarks owned by and used under license 
from TSR, Inc. 

©1988 TSR, Inc. ©1988 Strategic Simulations, Inc. All rights reserved. 


Distributed in Australasia by: 

Entertainment & Computer Products Pty. Ltd. (ECP) 
4/18 Lawrence Drive, Nerang, Gold Coast 4211 Qld. 
Telephone (075) 96 3488 


STRATEGIC SIMULATIONS, INC 




















The AiiiStrali^n 

OOMMODOBl 

and JMMA TOOTW 


Make sure of getting 
your copy 
Subscribe now! 


Please enrol me for.issues 

subscription to 

The Australian Commodore and Amiga 

Review, commencing with the. 

issue: 

I enclose a cheque/money order for $ . 
Please charge my Bankcard 

Bankcard number. 

Expiry date. 

Name:. 

Address:. 

.Postcode. 


Please tick applicable box 

First Subscription L__ 
Renewal 

TO: The Australian 
Commodore 
and Amiga Review 
21 Darley Road, 

Randwick NSW 2031 
(02) 398 5111 

Rates within Australia: 

6 issues $19.00 (including postage) 

12 issues $36.00 (including postage) 

If you don't want to cut this out 
photocopy it or just send a letter. 


Editorial 


Hackers are breeding. They keep 
appearing on the front page of sen¬ 
sationalist newspapers. They fill the 
talkback radio shows. Come on 
guys. You can't be serious. There are 
no hackers in Australia - not the tru¬ 
ly criminal type. Not the type the 
media would have us think exist. 

Let's look at it logically. Hack¬ 
ing, according to the big media 
boys is when a person, using their 
own genius, breaks into a computer 
system of some note. Now this may 
happen - but not due to any brilli¬ 
ance on the part of the intruder - and even then hardly ever. 

Think about it. If there are two passwords, both eight char¬ 
acters long, that's sixteen possible positions for 26 letters of 
the alphabet. The number of permutations that calculates out to 
is alarmingly big. So, guessing the two passwords would be 
near impossible. 

Next, you have a long string of levels of access - with addi¬ 
tional passwords. Then there is the encryption of data to the 
modem - with a decryption program required to understand the 
information as it spews out of your newly found host. There are 
constant security checks by the system and more. Now if you 
get past all that, chances are that you work at the institution, 
know someone else who does, or have some other form of in¬ 
side information. 

The problem then ceases to be one of hacking. It is one of 
internal security - which only employee honesty and carefulness 
can save. People who work at banks, law firms, and other plac¬ 
es where sensitive information is filed need to be very careful 
with passwords. But they are not as a rule. 

You find passwords stuck to the side of terminals, written in 
diaries, in purses or wallets. They use surnames, first names, 
food, girl friends' and boy friends names. It's then that the 
hacker - with inside knowledge - can get in. But with proper se¬ 
curity the intruder won't stay long. Besides - at that level access 
to the system would be very limited. 

If there are any Commodore hackers out there that can tell us 
otherwise - we would love to hear from you. You'd better be 
quick, because the laws are changing. Soon hacking will be a 
real criminal offence. Who will they catch? H 

Starting this issue, CLUB AMIGA owners will be 
receiving Australian Commodore and Amiga Review as part of 
their membership. We welcome you to our magazine, which 
is an independent, fully Australian produced publication. Feel 
free to send us a note if you’re having hassles - we answer the 
best letters in our monthly letter column. Hope you enjoy the 
articles. 

Andrew Farrell 
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News 


RAM fp 
Rumbles 


Guest Writer: Dan Gutman, US. 

Interactive TV 
becoming a reality 

If Wheel of Fortune is going interac¬ 
tive, you KNOW people are growing dis¬ 
satisfied with passive entertainment and 
are looking for something more. 

A futuristic new Wheel of Fortune 
home game (US$80) from Mattel enables 
viewers to play along with the hit televi¬ 
sion show. You aim a hand-held electron¬ 
ic device at your TV set. It picks up an 
encoded signal that activates the little 
computer inside. You don't just watch 
TV, you INTERACT with it. 

Mattel is reportedly working on six 
similar TV products. 

The idea of interacting with our tele¬ 
vision sets has been around for years. 
Warner-Amex Cable even got their 
QUBE system off the ground for a while 
in the early 1980s. But Warner was 
forced to cut costs in 1984 and pulled the 
plug on QUBE. 

Now, many people believe interactive 
entertainment (IE) is about to take off. 

"The business is poised for a major 
breakthrough with new products in inter¬ 
active TV, videotape, and optical discs 
set to reach the market within the next 
year," claims Michael Mascioni. Mascio- 
ni is the director of "Inter- tainment '88," 
the first conference on interactive enter¬ 
tainment, which took place last month in 
New York. 

Here are a few of the things going on 
right now in the field of interactive enter¬ 
tainment (IE). 

• Interactive optical discs: A new 
format called Digital Video Interactive 
(DVI) puts 72 minutes of full-motion 
video on a standard compact disc. We'll 
be able to "play" an encyclopedia on our 
computers, complete with pictures, 
sound effects, animation, and music. 


DVI was developed by General Elec¬ 
tric, but last month Intel Corporation ac¬ 
quired it and promises software in the 
first half of 1989. 

Other optical disc formats are com¬ 
ing, too. DVI puts the image on your 
computer screen, while "CD-I" (compact 
disk interactive) will require a separate 
appliance that will be plugged into a tele¬ 
vision set. 

Videodisks aren't dead, either. The 
Voyager Company in Los Angeles has 
put together an interactive tour of the 
Louvre museum in Paris, as well as 
many other interactive titles. 

• Interactive television: The Interac¬ 
tive Game Network (IGN) uses a console 
that looks like a laptop computer and has 
a built-in receiver and modem. When 
hooked up to a TV, it can also be used 
for instant opinion polls, lotteries, TV 
auctions, and home shopping. 

The president of the company is Da¬ 
vid Lockton, who pioneered the use of 
FM subcarriers to transmit stock quotes. 
He plans to introduce The Interactive 
Game Network next August. 

Another system in the works is "The 
HomeQuiz System" developed by Re¬ 
sponse Reward systems of Vero Beach, 
Florida. 

Players watch ordinary game shows 
on TV and have the opportunity to win 
cash and other prizes by answering the 
questions correctly through a key pad and 
printer that communicate via sidebands 
and vertical blanking intervals. 

• Interactive theater: On Broadway, 
two productions currently are getting a 
lot of attention. In Tamara , audience 
members roam from room to room in an 
Italian villa, sometimes even bumping 
into the actors who move through the 
villa with the audience. 

At Tony V Tinas Wedding , the audi¬ 
ence functions as the real guests at a wed¬ 
ding. After the ceremony, the audience 
follows the cast down the street to ob¬ 
serve what goes on at the reception. 


Update 

By the time you read this I will 
probably be well on my way over¬ 
seas, and I hope you all appreciate 
how tiring these trips are. I make 
this point because too many people 
think that going overseas is a terrif¬ 
ic thrill and is basically the same as 
a holiday but I can assure you that 
were it not for the need to find you 
new and exciting programs I would 
not go at all. 

Talking about new and exciting 
programs, please have a look at our 
advertisements in this issue about 
PIONEER PLAGUE and TURBO 
CUP, both Amiga games of the 
highest quality. TURBO CUP is go¬ 
ing to be the top seller over the next 
couple of months, I believe, and not 
just because of the free Porsche. Also 
recently arrived for the Amiga is 
CHAMPIONSHIP CRICKET, a fas¬ 
cinating game that will keep you in¬ 
terested for months. Another new 
book has been added to our Amiga 
library - 3-D GRAPHICS PRO¬ 
GRAMMING IN BASIC, and there 
is of course the accompanying disk as 
well. 

For C64 owners we have just re¬ 
ceived shipment of 18 new titles, 
some Educational - KID WRITER, 
KINDERCOMP; Productivity - THE 
HOME BANKER, THE KITCHEN 
MANAGER, etc; and Games - SKY 
RUNNER, STRIKE FORCE COBRA. 
There are many others which I will 
elaborate on next column, but I do 
want to especially mention that we 
have finally got copies of ALF on 
both Commodore and PC. ALF, of 
course, is based on the lovable TV 
creature of the same name, and you 
have to help him collect all the 
pieces from the crash landed space 
ship in a race against time, and the 
dog catcher - super fun!!! 

BWFN 

Advertisement 
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News 


The box office success of these two 
shows is sure to encourage more interac¬ 
tive theatre efforts. Ever since I saw Ta¬ 
mara several months ago, I get squirmy 
watching a plain old play in which the 
audience is bolted to their seats. 

Futurists are looking forward to the 
day when we can watch a football game 
and pick our own camera angles, take 
Humphrey Bogart out of Casablanca and 
insert the current star of our choice, and 
elect the next President with a little key 
pad attached to our television sets. 

Recently, Batman comic readers were 
given the opportunity to vote on whether 
Robin should live or die. Thousands of 
calls Hooded into the 900 number, which 
proved two things: 

1. People like the idea of influencing 
the course of their entertainment. 

2. People don’t like Robin. 

Either way, the Boy Wonder has just 
left Gotham City for good. 

The computer virus and 
AIDS 

Nobody has died as a result of a com¬ 
puter virus, but one can’t help but draw 
similarities between this recent problem 
and the more devastating human problem 
of AIDS. 

"Computer viruses", which have been 
around for several years but are suddenly 
in the news, were so named because they 
mimic biological viruses. They are es¬ 
sentially intentional bugs placed into a 
computer system from the outside. 

Once inside a computer, the virus 
copies itself and spreads to other comput¬ 
ers in a networked system or through 
software passed around among computer 
users. 

A computer virus propagates slowly 
from machine to machine, all the time 
hiding in the background. Sometimes it’s 
a harmless prank; other times it can de¬ 
stroy valuable information. 

Not to trivialize AIDS, but the prob¬ 
lem of computer viruses is also a very 
serious one. The recent virus created by a 
23-year-old graduate student (I won't glo¬ 


rify him by mentioning his name) has 
already cost $96 million in damages, ac¬ 
cording to the Computer Virus Industry 
Association. There have been 800 other 
incidents in the last eight months. 

Both the AIDS virus and computer 
viruses are spread by exchanging some¬ 
thing between people: blood in the case 
of AIDS; data in the case of a computer 
virus. 

Both were brought to national atten¬ 
tion by a high-profile incident. With 
AIDS, it took the death of a celebrity - 
Rock Hudson - for the general public to 
pay attention. With computers, the re¬ 
cent virus that clogged the Pentagon's 
Arpanet research network and brought 
6,000 computers to an electronic stand¬ 
still suddenly made the issue front page 
news. 

The publicity that both these trage¬ 
dies attracted is serving a positive pur¬ 
pose - alerting the general public to the 
seriousness of the problems. 

Both problems will change the way 
people behave forever. With AIDS, the 
Sexual Revolution essentially came to 
an end. With the threat of computer vi¬ 
ruses, the first decade of free flowing data 
exchanged among computer enthusiasts 
is over. 

From now on, we all have to be 
more careful about where we're logging 
on and with whom we're swapping disks. 
Both problems cause a certain amount of 
distrust among strangers. 

Both problems put limits on how we 
conduct our affairs. "Just Say No" is a 
catchy slogan, but you can't force people 
to stop having sex, just as you can't pre¬ 
vent people from touching other people's 
computers and software. 

In a less democratic society, both 
problems might be dealt with in similar 
ways. 

With AIDS - the authorities might 
isolate all those infected; put them in a 
place away from the rest of the popula¬ 
tion. 

With computer viruses - for people 
who are suspected of pulling electronic 
pranks, the authorities could take away 


their freedom to own a computer, or re¬ 
strict their access to information. 

In the U.S., we simply don't do 
things that way and have to solve prob¬ 
lems in ways that don't infringe on peo¬ 
ple's personal freedoms. 

In both cases, our best course of ac¬ 
tion is to use caution. As scientists 
struggle to find a cure for these prob¬ 
lems, it would be prudent for the average 
citizen to behave in such a manner that 
his or her system is not infected by ANY 
kind of virus. 

Hotline 

• The new commercials for the 
Commodore Amiga were produced entire¬ 
ly on the Amiga itself. (Will we see 
them in Oz?) 

• Parts of Disney's new Oliver & 
Company were animated by computer. 
Their new CAPS system is making it 
possible for Disney to stick to its sched¬ 
ule of one animated feature every year. 

• The most outrageous new comput¬ 
er software package is SwimWare from 
Hi Tech Expressions(212-941-1224). 
The disk includes 12 digitized photos of 
models in bathing suits, which can be 
inserted and printed into your own per¬ 
sonalized weekly, monthly, or yearly cal¬ 
endar through the year 1999. 

I don't know -1 always thought look¬ 
ing at pictures of digitized women is 
kind of like kissing your digitized sister. 

Information Online '89 

The Online Information Conference 
and Exhibition has become an annual 
event in Sydney during January and 
marks the largest and most important 
convocation of information producers in 
Australia. 

Delegates at the Conference attended 
sessions on the application of database 
services for agriculture, tourism, finance 
and the law, and were presented with the 
latest information on the use and availa¬ 
bility of new technologies such as com¬ 
pact disc storage and networking. 

The Exhibition was noteworthy for 
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News 


its extensive examples of the use of CD- 
ROM. Lawyers and doctors would have 
been impressed by the compact disc data¬ 
bases on offer, but more impressive were 
the workings of the Search Tech archive 
library. 

Search Tech specialize in transferring 
visual collections onto a laser disc, 
which can store 108,000 separate images 
and retrieve any image within seconds. 
You may have noticed their terminals at 
Darling Harbour’s First Stat 88 exhibi¬ 
tion, where a collection of historic pho¬ 
tographs was presented using this sys¬ 
tem. Search Tech will even place your 
own photo collection on laser disc - for a 
hefty fee. 

Information Online ’89 was held at 
Sydney's Hilton International from Janu¬ 
ary 17 - 19. 

Conference notice & 
call for papers 

The Fifth World Conference in Com¬ 
puter Education (WCCE/90), organized 
under the auspices of the International 


Federation for Infor¬ 
mation Processing 
(IFIP), will be held 
in Sydney, Australia, 
July 9 - 13, 1990. 
WCCE/90 will be a 
conference for all as¬ 
pects of computer re¬ 
lated education in all 
education environ¬ 
ments. For Australi¬ 
an educators, the 
convening of this 
major international 
conference in Austra¬ 
lia will provide an 
unique opportunity 
to present and attend 
papers. Draft papers 
will be required by 
October 1, 1989. For 
further information 
please contact: 
WCCE/90, PO Box 
319, Darlinghurst, 
NSW 2010, Austra¬ 
lia. ■ 




ompuTgRmqTE 


WE'VE GOT THBMQwEkS 


SOFTWARE & 
ACCESSORIES FOR 

commodore 64/128 

MIGA AATARIst 


Plus the 

COMPLETE RANGE OF 



PRINTERS 


We also distribute a full range of paper, 
ribbons, blank disks, joysticks, covers, 
printer stands, disk boxes, cables and 
air freighted copies of overseas magazines. 


PH: 02*457-8118 FAX: 02-457-8739 


Australian Commodore and Amiga Review 

Commodore Annual 1989 

Its got the lotl + Disk drives + Word processing 
♦ EasyScript tutorial + Graphics + Communications 

+ Desktop Publishing +Geos + Basic 
♦ Machine Code + User Groups 
Monster Software Guide 


Cut out order and send to Gareth Powell Publishing 21 Darley Road, Randwick, 2031 

Name. 

Address. 

.Postcode.. 

Cheque.Bankcard.No.Exp. 

Please Send me.Copies of Commodore Annual 1989 

at a cost of $5.95 each plus $1.00 P. & P. 
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C64 news 



Genealogy Update 

After all those letters and articles on 
genealogy, we received this informative 
letter from the United States. (You never 
know where this magazine ends up!) It 
reads: 

"I was pleased to discover that you 
had published a review of our Family 
Roots genealogy software for the Com¬ 
modore 64. I would like to bring four 
further points to your attention. 

"... price of Family Roots was raised 
to $225.00 (US) formerly $185.00 (US). 

"In early 1988 we introduced a series 
of lower priced genealogy software for 
the Commodore 64, called Lineages! 
Starter , Lineages!Standard, and Lineages! 
Advanced priced at $29.00 (US), $49.00 
(US) and $99.00 (US) respectively. 
These produce data on disks fully com¬ 
patible with the higher priced Family 
Roots , and a registered customer may up¬ 
grade at reduced prices to a more capable 
version at any time. We would be glad to 
send details to any of your readers upon 
request. A sample of our literature is en¬ 
closed. 

"The article mentioned the possibility 
of an Amiga version of Family Roots. 
We have no immediate plans for that, but 
were recently convinced of strong Amiga 
interest at the World of Commodore 
show we attended in Toronto. The only 
current product for Amiga would be our 
IBM compatible verson for the Amiga 
2000. 

"Our genealogical software is distrib¬ 
uted in Australia through Victorial Ge¬ 
nealogists Using Micros, 5th Floor, 252 
Swaritston Street, Melbourne 3000. We 
also accept direct orders." 

Quinspet. Inc, P.O. Box 216, Lexington, 
MA 02173. 


Disk Doctor 

A new software/hardware distributor 
called HPD or Hardware Peripheral Dis¬ 
tributor has been formed. They carry the 
Tristar range of products including the 
popular Expert cartridge. 

A recent release includes the Drive 
Doctor which provides a low cost alterna¬ 
tive to aligning your 1541 disk drive. 
The package includes comprehensive in¬ 
structions, a tape for loading the align¬ 
ment software, and an alignment disk 
which contains special data. RRP is 
$42.95. Watch for a full review soon. 
For further information call HPD on (08) 
252 3300. 

The Expert V4.1 

Hardware Peripheral Distributors have 
released the latest optional enhancement 
disk for the Expert Cartridge. The new 
V4.1 disk includes many features that 
have not been previously available. 

New features include full screen view¬ 
er including sprites, fast save of backup 
and picture screens, full memory fast 
load/save, real time picture editor, con¬ 
vert a standard resolution screen into a 
picture, load save and edit pictures, and 
lots more. (See HPD's advertisement on 
page 26 for a full list.) 

The Expert Cartridge, already esta¬ 
blished as a good back up utility, coupled 
with the V4.1 disk becomes one of the 
most comprehensive back up cartridges 
on the market. 

For further information contact HPD 
on (08) 252 3300 (dealer enquiries wel¬ 
come). ■ 
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TASWORD 

64 


Tasword 64, the professional word 
processor for the Commodore 64 
computer. With 80 character per line 
display, what you see on the screen is 
what you get in your print out. 

Other features include onscreen 
formatting, comprehensive help 
commands, full cursor movement 
control, delete, insert, tab, search and 
replace, block commands, 
sophisticated print options and program 
customization to suit all dot matrix 
printers. 

Price Cassette $43.00 

Disc $49.95 

fl.S-SffcV 

64 


Tas-sign 64, the sign maker program for 
Commodore 64 computers. Allows 
production and printing of signs, 
posters, banners and large notices. Print 
across or along the printer paper in six 
distinctive lettering styles with 
characters at any height from less than 
25mm to the full width of the paper. Other 
features include italic printing, 
underlining, constant or proportional 
letter spacing, automatic kerning, line 
centering, 8 shading patterns, borders, 
and the ability to drive nearly all dot 
matrix printers. 

Price Disc $59.00 


Australian Distributor 


dolphin computers pty ltd 
unit 2 7 waltham st 
artarmon nsw 2064 
telephone (02) 438 4933 
facsimile (02) 438 1480 

At discerning computer shops or mail order from Dol¬ 
phin. Mail $1.50 o/night courier $7.00. Enclose cheque/ 
money order/Bankcard/Visacard/Mastercard de¬ 
tails. Prices include sales tax and are recommended 
retail. 

• Dealer enquiries welcome • 




News 



News from the 
USA 

• What would you say to 
your Amiga being able to dis¬ 
play 320 colours on the screen 
at once, with an interlaced dis¬ 
play giving a resolution of 
2160 X 1440? 

Broadcast Titler by Innovi¬ 
sion Technology does just that 
for SUS299.00. This new Vid¬ 
eo Titling program uses a so¬ 
phisticated window manage¬ 
ment technique to achieve 
what is dubbed by Innovision 
a "Super Hi-Res mode". The 
program was written by Jim 
Schneider, who also authored 
Video Effects 3D. Mr Schnei¬ 
der has stated that there would 
be no problem in creating 
graphics and painting tools 
while in the Super Hi-Res 
mode, so perhaps we can look 
forward to Super Hi-Res Paint 
in the not too distant future. 

In the interim, Broadcast 
Titler (requiring a minimum 
1.5 Megs of RAM) is a land¬ 
mark titling program, in that 
it accepts all standard Amiga 
fonts, can extrude them into 
3D, permit multiple font co¬ 
lours on the same screen, has 
over 100 line and page transi¬ 
tions including: roll, tumble, 
teletype, mirror, flash, blink 
and many many others. Vari¬ 
ous backgrounds can be placed 
behind the text, and all func¬ 
tions are virtually instantane¬ 
ous. In short, if you want 
broadcast quality titles for 


your videos, this is one pro¬ 
gram well worth considering. 

• Readysoft, the people 
who gave us Dragons Lair , 
unveiled a Macintosh Emula¬ 
tor at the World of Commo¬ 
dore exhibition late last year. 
The package is a hard/software 
combination which plugs into 
the Amiga external drive port, 
and allows you to run "nearly 
application program now run¬ 
ning on the Macintosh" but 
the clincher being that most 
graphics packages will actual¬ 
ly run faster on the Amiga due 
to it possessing a blitter chip. 
The device uses Macintosh 
ROMS and is expected to cost 
around $US200.00. 

• I have some more infor¬ 
mation on the Sculpt Animate 
4D upgrade package for regis¬ 
tered users of Sculpt and Ani¬ 
mate 3D. Remove the covers 
of both manuals and send 
them, plus $US250, directly 
to Byte by Byte in Austin, 
Texas. This price covers the 
upgrade and postage to Austra¬ 
lia. 

• New Tek will be releas¬ 
ing their Video Toaster by 
about March. This device is a 
real time special effects gener¬ 
ator, which will fit into the 
video slot in the Amiga 2000, 
thus making it capable of gen¬ 
erating video effects that most 
television stations would be 
proud of. Images can be 
scrolled, shrunk, zoomed into, 
pixelated, kaleidoscoped, mo¬ 
saicked, mirrored, muraled and 


much, much more. I frankly 
cannot get too excited about 
this product as, firstly it is ex¬ 
pensive at $US1500 (about) 
and secondly, it uses NTSC 
standard video signals. Unfor¬ 
tunately development is still 
being done for the NTSC sys¬ 
tem, so when and if a PAL 
version will be available is 
anyone,s guess. 

• Caligari , a super fast 
3D Modeling and Scene Crea¬ 
tion program, is now availa¬ 
ble as a pre-release version 
from Octree Software. What 
makes the program unique is 
that rather than using a tri¬ 
view (Sculpt 3D etc) or per¬ 
spective window (3 Deamon 
etc) the user is presented with 
a 3D screen, within which 
you can move about via the 
mouse and create, move, en¬ 
large, rotate and join objects, 
virtually within real time. 
Once you are happy with the 
little world you have created, 
scenes can be rendered, with 
each scene requiring from 
about 2.5 seconds to two min¬ 
utes to render (depending upon 
complexity) and then ported to 
a single frame video control¬ 
ler. 

This program is really all 
singing and all dancing with 
many features and is aimed at 
the professional market. It 
may also have the most im¬ 
pressive price tag seen for the 
Amiga so far, at $US2000.00 
!! - Peter Ward. 

286 add-in board 
for Amiga 

Commodore Business Ma¬ 
chines has introduced the 
Commodore A2286D Bridge- 
board co-processor card that 


gives the Amiga 2000 com¬ 
puter series MS-DOS compat¬ 
ibility. The new Bridgeboard 
card fits into the Bridgeboard 
expansion slot in the Com¬ 
modore Amiga 2000,2000HD 
or 2500 and provides access to 
the vast library of MS-DOS 
software. 

The Amiga’s multi-tasking 
environment allows the user 
to run an MS-DOS applica¬ 
tion in one window while 
Amiga applications run si¬ 
multaneously in other win¬ 
dows. For example, a user can 
run a DBase ///+ data search in 
one window, compose a letter 
using Amiga WordPerfect in 
another window and chart 
sales figures using MaxiPlan 
Plus in the third window. All 
programs and applications can 
run simultaneously and data 
from each will be instantly 
available. 

The Bridgeboard contains 
an 80286 CPU chip, running 
at 8 MHz, 1 MB of RAM and 
a socket for an 80287 math 
co-processor. In addition to 
AT software compatibility, 
the bridgeboard also allows 
the installation of AT compat¬ 
ible hardware add-ons in up to 
three slots in the Amiga’s 
CPU. In addition, the system 
allows a single hard disk drive 
to be shared between MS- 
DOS and AmigaDOS. The 
A2286D comes standard with 
1.44 MB 3.5 inch floppy disk 
drive. 

The latest Bridgeboard 
software included with the 
A2286D also makes true mul¬ 
tiprocessor applications possi¬ 
ble. An excellent example of 
this would be to use the 
Bridgeboard to process math 
intensive tasks while the 
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Amiga is rendering the graphic 
result. 

The A2286D Bridgeboard 
will be available through au¬ 
thorized Commodore Amiga 
dealers and has a suggested re¬ 
tail price of $1,599 (US) 

Amiga accepted 
by Victorian 
Education Dept 

Amiga’s placement on the 
General Purpose contract for 
supply of computers to pri¬ 
mary and secondary schools, is 
a first in Amiga's history. The 
acceptance involves the Amiga 
500, Amiga 2000, 1084 mon¬ 
itor and the MPS 1250 print¬ 
er. 

Previously listed in other 
States on Special Purpose 
contracts, the Victorian Educa¬ 
tion Department has obvious¬ 
ly taken notice of the position 
of Amiga as Australia’s lead¬ 
ing small business microcom¬ 
puter. 

"This is a signification 
breakthrough for Amiga tech¬ 
nology, and marks the start of 
Amiga’s move to become 
THE Australian Educational 
standard," says Tony Serra, 
Managing Director Australia 
and Asia Pacific. 

"The success of the Amiga 
is due to a mixture of its 
graphic capabilities and its 
general all purpose computing 
solutions, which are ideal for 
education," he continued. 

In order to gain acceptance 
by the Department, machines 
are selected on a points basis, 
with points awarded for appli¬ 
cations software, after-sales 
support and machine pricing. 
The higher the points, the bet¬ 
ter the chance is of being se¬ 
lected. 

The integrated package rec¬ 


ommended for use with the 
Amiga, is Critics Choice , 
which contains a wordproces- 
sor, spreadsheet and database - 
all mouse controlled. 

Amiga Stereo 
Audio Digitiser 

In January of this year 
Hardware Peripheral Distribu¬ 
tors imported Trilogic Amiga 
Audio Digitiser. The product 
has been well received by 
Amiga users, to the extent 
stocks were sold out within 
weeks. 

It has always been the pol¬ 
icy of HPD to source the 
products users request. Conse¬ 
quently, after many enquiries 
for an Amiga Stereo Digitiser 
they are pleased to announce 
the unit is now available. It is 
realistically priced and is com¬ 
patible with most sound soft¬ 
ware on the market, for exam¬ 
ple Audio Master and Perfect 
Sound. 

For further information 
contact HPD, telephone (08) 
252 3300. 

New font 
packages 

ProFonts Volumes I and 
II, two font packages for the 
Amiga computer, have been 
release by New Horizons. The 
ProFonts packages contain 
high quality fonts for use with 
their best-selling Amiga word 
processor, ProWrite . The 
fonts contained in Volume I 
are of a professional quality, 
come in a broad range of siz¬ 
es, and are suitable for corre¬ 
spondence and reports. Vol¬ 
ume II contains fonts of a 
more decorative nature, which 
are useful in enhancing the ap¬ 
pearance of ProWrite docu¬ 
ments. Both ProFonts packag¬ 


es can be used with other pro¬ 
grams that can utilize Amiga 
fonts, including Deluxe Paint 
II, PageSetter, and Notepad. 

"The fonts in the ProFonts 
packages were designed specif¬ 
ically for word processing and 
desktop publishing using dot 
matrix printers," said James 
Bayliss, president of New Ho¬ 
rizons Software, "When used 
with a high resolution printer, 
such as a 24 pin or laser print¬ 
er, these fonts produce excel¬ 
lent results." 

Both ProFonts packages 
include "System Mover", a 
utility for moving fonts and 
other system files from one 
disk to another. Using System 
Mover simplifies the installa¬ 
tion of fonts on Workbench 
disks; the user simply chooses 
the font or fonts to be in¬ 
stalled and the program auto¬ 
matically handles changing 
and updating the appropriate 
files. 

The ProFonts packages 
will each have a suggested re¬ 
tail price of $34.95 (US). Pro- 
Fonts Volume I will be re¬ 
leased in December 1988, 
with Volume II to be released 
shortly thereafter. Both Pro- 
Fonts packages will be availa¬ 
ble from all major Amiga 
software distributors, as well 
as directly from New Horizons 
Software, Inc. 

New Horizons specializes 
in personal productivity prod¬ 
ucts for the Amiga computer. 
Their products are distin¬ 
guished by their flexibility 
and ease of use. Products cur¬ 
rently available from new Ho¬ 
rizons Software are ProWrite , 
the best selling Amiga word 
processor, Flow , the Amiga 
idea processor, and ProScript , 
a PostScript utility program 


for use with ProWrite. 

Superplan - 
Spreadsheet 

From the makers of Super¬ 
base Professional comes yet 
another spreadsheet - this one 
is more powerful than some 
other offerings. You can acti¬ 
vate your spreadsheet func¬ 
tions from conventional pull 
down menus, on screen func¬ 
tion buttons or standard slash 
commands. Multiple windows 
may be used for the same op¬ 
eration. Simple redisplay 
commands show graphs 
change as you modify the un¬ 
derlying data. 

You can set the dynamic 
Help feature to run in its own 
window and pull it to the 
front whenever you need it. 
Edit the menu file to add your 
own preferred menu options, 
and use the comprehensive 
macro language to program 
complete application from 
data entry through to reports, 
setting up your own slash me¬ 
nus. 

Superplan's ARexx sup¬ 
port allows for free exchange 
of data with other programs - 
Superplan integrates fully 
with Superbase Professional , 
a popular Amiga database. Us¬ 
ing ARexx you can use the 
extensive graphics capabilities 
of Super plan to generate 
graphs from Super base data, 
then send them back to dis¬ 
play in Superbasel 

Spreadsheet dimensions 
stretch to 2048 rows by 1024 
columns - Superplan provides 
full colour output to a wide 
range of printers and plotters - 
even sideways and compressed 
for clear output of extended 
timeplans or spreadsheets. 

There’s also time manage- 
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Would you rather 
keep pace? 


The reviews of the Amiga 
2000 have been overwhelming in 
their praise. 

Rightly so. 

Its major features are 
tailored to keep you a jump ahead of 
the business pack. 

The premier feature is 
undoubtedly multitasking. This lets 
you run virtually unlimited programs simultaneously. 

Documents, presentations and the like are guicker to 
prepare and more impressive in their appearance. 

Full colour graphics - 4096 colour shades - boost your 
impact, on screen and on paper. 

Amiga's internal expansion ability shows all concerned 
that you make sensible investments. 

Future additions are accommodated within the system 
easily and economically. More power and greater capability. 

Should you need to be MS-DOS compatible, perhaps 
for working at home, Amiga is capable of running both 


Operating Systems. A very 
simple expansion. 

65,000 Amigas have been 
sold in Australia. 850,000 Amigas 
worldwide. 

Accordingly, the software 
collection for Amiga is as diverse as 
it is numerous. 

Titles like WordPerfect, 
Professional Page, MaxiPlan, KindWords and Superbase. 

A strong business and graphics package for 
building a stronger business. More are being added. 

This is a computer with a career. 

Having read this far, you're obviously interested 
in keeping ahead. 

So, as an introduction to Amiga's possibilities, your 
Commodore dealer will give you the software you need to 
begin powering ahead. 

Smart business people are guiding their future 
with Amiga. 



AMIGA 2000 from Commodore 

_ SMARTER. _ 

FOR FURTHER INFORMATION SEE YOUR LOCAL DEALERSHIP 


Amiga, Amiga DOS, Workbench and Kickstart are trademarks of Commodore-Amiga Inc. IBM PC is a registered trademark of International Business Machines Inc. Microsoft and MS DOS (Microsoft! are trademarks of Microsoft Corporation. 
Specifications are subject to change without notification. 


JSA COM 0281 







News 
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ment features to track time, as 
well as money and other re¬ 
sources to give a complete 
picture of your project plans. 

Critical Path Analysis - 
chart the steps of a project to 
visually portray the critical 
elements and timings. The 
powerful spreadsheet analysis 
features automatically adjust 
the critical path to reflect any 
changes you make to the tim¬ 
ings. 

For further information 
talk to your local Commodore 
dealer. 

Amiga Accounts 

Sybiz, a developer of pop¬ 
ular PC accounts packages, 
has released a new program 
giving a serious edge to the 
Amiga business market. The 
package is called EasyLedgers. 

Sybiz is no newcomer to 
software development. A pre¬ 
vious accounting package, 
Bookworker , has enjoyed 
worldwide sales of over $3 
million. EasyLedgers was de¬ 
veloped from Bookworker spe¬ 
cifically for the Amiga. 

EasyLedgers is claimed to 
be extremely user friendly. It 
uses the basics of familiar 
bookkeeping and organizes 
your information into four 
computerized "books". There 
are no complicated codes to 
learn, no account numbers to 
remember. You simply place 
accounts in those books, point 
and click the mouse. 

The four "books" in the 
EasyLedgers package are: 

1 Sales - Using the open 
item or balance forward ac¬ 
counting method to control 
the debtors’ ledger. 

2 Purchases - A credi¬ 


tors’ ledger also using the 
open item/balance forward 
method, but including the fa¬ 
cility for entering suppliers' 
invoices, credits, payment and 
journal adjustments. 

3 Ledger - With optional 
account number of up to 10 
characters, with full facilities 
for posting. Two password 
levels and "bullet proof audit 
trails for security. 

4 Inventory - Stock 
control and pricing book. 
Handles three price scales with 
automatic price changing fa¬ 
cilities. 

EasyLedgers requires only 
1MB of memory and a single 
disk drive in the Amiga for up 
to 700 accounts. More ac¬ 
counts may be added by using 
a second disk drive, or more 
memory if there are more than 
2000 accounts. 

The EasyLedgers package 
is available from 1 February, 
in two formats: all four books 
(Ledger, Sales, Purchase and 
Inventory) retail for $995.00. 
For businesses which do not 
carry inventory (eg. profes¬ 
sional services) the first three 
books are available for 
$595.00. 

Sybiz has just completed 
arrangements for distribution 
in Europe and the United 
States. 

US users get PAL 
pictures 

All animators and artists 
await the full one megabyte 
version of the graphics hard¬ 
ware - and so too do the 
Americans. A smart hardware 
design will mean PAL pic¬ 
tures can be displayed on 
NTSC machine. This means 


we will see an end to the 
dreaded black bar at the bot¬ 
tom of screens. 

Version 1.4 of Kickstart 
will support numerous en¬ 
hanced aspects of these new 
chips - especially useful for 
desktop publishing. Profes¬ 
sional Page is making strong 
inroads in the DTP market, al¬ 
though some users have ex¬ 
pressed a desire to see a more 
powerful package. 

CBM get serious 

Commodore’s serious arm, 
CBM, have an image prob¬ 
lem. That is all about to 
change according to Tony 
Cuffe, who sees the new 
A2500 (herein called the 
CBM2500) range as a giant 
step forward into the business 
arena. Several government de¬ 
partments were recently ap¬ 
proached regarding the new 
machines. 

CBM has been set up to 
sell "Workstations" which 
will be the 2500UX and 
2500AT with all sorts of in¬ 
teresting peripherals like gen¬ 
locks, etc. for high-end video 
production work and the like. 
Dealers who sell these sys¬ 
tems must satisfy strict re¬ 
quirements. We wonder how 
many dealers will qualify. 

Ami-Expo - US 

Recent news from the lat¬ 
est AmiExpo in Los Angeles 
indicates a distinct shortsight¬ 
edness on the part of many de¬ 
velopers - it seems there’s a 
tendency to develop add-ons 
for the A2000 only ... one re¬ 
porter tells us about 75% of 
them were exclusively for the 
2000. Don't they realise that 


the market is in the A500 and 
still too in the A1000? Either 
of these machines can be made 
into the full equivalent of the 
A2000 with its add-ons if re¬ 
quired, since there are ’’card 
cages” available to take the 
A2000 cards. I’m told that 
even the "Flicker-Fixer" can 
be linked up to these two ma¬ 
chines if necessary, since all 
the signals are available 
through the back of them. - 
Tim Strachan 

New products 

F-BASIC - Adrian Sheedy 
is working on this one - and 
according to early appraisals it 
looks set to be a very compet¬ 
itive alternative to other BAS¬ 
ICS out there. Code may be 
interpreted or compiled, with 
many advanced Amiga type 
features being supported. 

Magellan AI - A demon¬ 
stration disk arrived on my 
desk too late for inclusion in 
this month’s magazine - but it 
looks very well supported. 
There’s newsletters, clubs, up¬ 
dates and lots more happen¬ 
ing. Magellan AI (Artificial 
Intelligence) by Emerald Soft¬ 
ware - is supposedly very 
good compared to other prod¬ 
ucts on different computer 
brands. Retail in the States is 
$195. 

Pageflipper Plus FX - de¬ 
vised to edit, create and con¬ 
trol animations rather than ac¬ 
tually render them, it uses the 
output of other graphic, ray¬ 
tracing and animation pro¬ 
grams. It will chain anima¬ 
tions across a number of 
disks, and is only limited by 
the Ram in the system. It also 
has an interactive program- 
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ming language for full con¬ 
trol, and creates fast small 
files. It looks like there will 
be a lot of support for this 
program, and there is already a 
PD player called PlayPFX. 
From: MindWare Internation¬ 
al, 110 Dunlop St West, Box 
22158, Barrie, Ontario, Cana¬ 
da L4M 5R3. Direct orders: 
Tel: (800) 4615441. - TS 

New hardware 

Lucas Accelerator Board - 
This is a ’’Hardware Share¬ 
ware" project detailed in a re¬ 
cent Amazing Computing is¬ 
sue, which provides you with 
a 68020 accelerator bare board, 
list of parts and instructions 
(on disk). According to Chris 
Ralph, who got it going on an 
A1000, it does work with 
some fiddling. Ftowever, there 
are problems with DMA hard 
disks, it's hard to seat the pro¬ 
cessor in the 120-pin slot, and 
you can’t replace the metal 
shield on the back of the com¬ 
puter. Apparently it would be 
possible to fit it into an 
A500, though you mightn’t be 
able to close the computer lid! 
Chris estimates that all up it'll 
cost you about A$1000 - for 
more information, call him on 
(02) 511050. - TS 

BUGS/Updates 

• WordPerfect - the saga 
goes on ... Greg Perry reports 
the loss of large blocks of data 
when cutting and pasting big 
chunks. Seems that WP goes 
into a spin and keeps chewing 
up RAM until there’s nothing 
left. Any other WP bugs 
around? Let us know. See Up¬ 
grades for local WP info. 

• Ferrari Formula 1 - 
doesn’t let you move to 1987 
after you've become World 


Champion in 1986, seems 
you have to start all over 
again, according to Tom Grant 
who wears leather gloves and 
goggles at night ... not a bug 
perhaps, but it's some sort of 
insect. 

• LOADWB - seems 
there is a small bug which 
makes LOADWB take 20K 
every time it’s opened and 
doesn't let it go once the 
screen is closed. Mind you, 
it’s likely that you'll only 
open it once in any session, 
but there it is! 

• WordPerfect (They keep 
coming!) - There’s an update, 
dated 10/8/88, which fixes a 
few things such as spell and 
utility bugs. Contact : Word¬ 
Perfect Pacific at 15 Merriwa 
St, Gordon 2072, Tel: (02) 
4987155, and ask for Lynn 
Oker. Apparently Version 5.0 
is being worked on for the 
Amiga right now, and in late 
’89 Version 6.0 is coming, 
said to be fully Amiga-ised 
and WYSIWYG. The Word¬ 
Perfect Library is available 
from them too for $225 RRP, 
and also in late '89 they'll be 
releasing Plan Perfect , a 
spreadsheet for the Amiga. 
The current version for Word¬ 
Perfect for the Amiga is 4.1. 

• FACCII - There's an 
upgrade, FACCIII, coming, 
which I’m sure will be in the 
great tradition of ASDG’s 
programming. This is a pro¬ 
gram which speeds up floppy 
disk access astonishingly, at 
the expense of some memory. 
Check "Hints&Tips" for more 
about speeding disk access.- 
TS 

(Thanks to Tim Strachan 
of Megadisc for various con¬ 
tributions to Notepad this 
month.) 


ARTSCAPE 


NEW FOR AMIGA MARCH, 1989 

COMPLETE GUIDE TO 

DELUXE PAINT ii 


THE ULTIMATE GUIDE TO THE MOST AMAZING 
& USEFUL PAINT PROGRAM OF THEM ALL. 

Over 30 easy to follow tutorial screens that will assist you in all 
aspects of Deluxe Paint II, as well as 50 priceless hints & tips. 

SCENES & OBJECTS FOR 

j SCULPT ANIMATE 3D j 

i AMAZING CREATIONS READY TO GENERATE, OR j 
| USE IN YOUR OWN SCENES. 

SUITABLE FOR SCULPT 3D OR SCULPT 
ANIMATE 3D. 

Disk contains a complete chess set, a 3D and 2D alphabet, 50 
hints and tips, plus lots of complex scenes and odjects. 

HOTDISK 3 

THE LATEST EDITION OF THE FAMOUS j 

AUSTRALIAN ADULT DISK MAGAZINE. j 

Regular features include: DigiFold (Hot girl of the month), 

| MiniStrip, Hotlcons, Stories and more! 



ARTSCAPE offers the Amiga user 

- Personalized Tutorials - Digitization Service 

- DeskTop Publishing -Full Art Preparation 


Please rush me the following products: 


| HOTDISK 1,2,3 Single issue.$20. No: 

Six issue subscription.$100. 

ARTDISK 1,2: ClipArt & tutorial.$20. No:. 

Complete Guide to DELUXE PAINT II .$25. 
Scenes & Objects for SCULPT 3D.$25. 


Name_ 

Address_ 

Postcode_Day Phone ( )_ 

Signature_ 

Bankcard No:_ 

Expiry date_ 

ARTSCAPE STUDIOS (02)977-1829 
P.0 BOX 751, MANLY, NSW. 2095 


I 


! 

| 

i 


Commodore and Amiga Review 15 










Letters 




Amiga high scores 

In the November isue of ACR I 
saw that you had a high scores table 
for the C64. Here, I also saw that I 
could double the high score for Ar- 
kanoid. However, I am an Amiga 
owner, and, after quickly looking 
for an Amiga high scores table, 
found there wasn't one. 

This brings me to the reason for 
writing this letter, and that is to ask 
for an Amiga high scores table. I 
have listed some of my games with 
my high scores. I can assure you 
that these are genuine. However 
none of the scores are particularly 
mind blowing anyway, and will 
make others send in their even 
higher scores. 

Also I am disgusted at the 
amount of Runsoft high scores in 
the C64 high scores table. If they 
played Amiga games, I don’t think 
I'd let them beat me without a 
fight. 


Arkanoid 

213,920 

Backlash 

25,719 

Mousetrap 

6,239 

Rolling Thunder 

72,500 

Mission Elevator 

15,000 

Test Drive 

36,112 

Marble Madness 

59,540 

Dark Castle 

62,920 

Tracers 

4,871 

Fire Power 

610 

Crystal Hammer 

25,950 


Colin Russell 
Frenchs Forest, NSW 
Ed - How about some more! 
Yes, we will have an Amiga high 
score table. 

ft ftft 


TO THE EDITOR 

Dutils support 

I would like to bring to your at¬ 
tention an experience I have had 
with Mike Hansell. I purchased an 
Anti-Virus Pak after seeing an ad 
for it in your magazine. The disk 
gave details on how to request a 
manual for DUTILS. I followed the 
instructions and wrote Mike a let¬ 
ter. 

I did not get a reply. My bank 
statement showed the cheque was 
cleared on 25/10/88. I waited a 
while longer - still no reply. 

In your November issue on page 
67 I found Mike's new address. I 
wrote Mike another letter, in the 
hope it would produce a reply. To 
this day I am still waiting. 

Have any other readers had this 
problem? Perhaps Tim Strachan, 
(author of the page 67 article) could 
help me contact Mike. 

Hans Izsolt 
Inverell, NSW . 

Ed: Tim is contactable on (02) 
959 3692. Any other readers with 
this problem? 

ftft ft 

CHUG new address 

The information regarding the 
above User Group printed in the 
Commodore Annual 1989 is inn- 
correct. 

The following is the new infor¬ 
mation: 

Commodore Hornsby 
User Group Inc 
PO Box 1578 
Hornsby Northgate 
NSW 2077 

Meets the 4th Wednesday of 


each month at St Leo's College, 
Woolcott Ave, Wahroonga, at 7.30 
pm. General enquiries to Robyn 
Sparrowhawk on 871 3409. Our 
Group covers C64/128 and Amiga. 

Robyn Sparrowhawk 
Secretary 

'ft ☆'ft 

AUGWA new 
address 

I am writing on behalf of the 
Amiga Users Group of W.A. 
(AUGWA). Could you please re¬ 
move the name and phone number 
from the Users Group List as he no 
longer has anything to do with this 
club and replace it with the follow¬ 
ing address: 

PO Box 595 
Cloverdale 
WA 6105 

Hank Horsten 
(secretary) 

ft ftft 

Cassette magazine? 

I am 14 years old, and go to 
Mooroopna High School. I would 
like to ask why you do not put out 
a cassette magazine. You have a 
disk mag, so why not a cassette 
one? I mean not everybody's dad 
will buy them a disk drive, and 
there aren't any cassette mags (that I 
know of) for the C64. 

It could have some of the pro¬ 
grams on the disk as well as a turbo 
load program at the start. 

Some of the things in the disk 
mag have sounded really good, but 
of course, not having a disk drive, 
they wouldn't do me much good. 

D Parnell 
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Letters 


Mooroopna, Vic 

Ed - Too tricky and cumber¬ 
some - sorry, no can do. 

☆ ☆☆ 

Amiga/C64 split 

As a subscriber to ACAR and a 
64er I would like to suggest that 
you "bite the bullet" and produce a 
C64/128 magazine and an Amiga/ 
PC magazine. I know that An¬ 
drew's current opinion is that 
ACAR is for all CBM users and 
that some programs etc do overlap. 
I'll agree but in reality this theory 
doesn't work so well. As an exam¬ 
ple, if you were interested in car 
racing would you support a maga¬ 
zine if the magazine carried x pages 
of car racing, truck racing, drag rac¬ 
ing, dog-cart racing etc? Or one that 
covered all the facets and specialized 
in your computer? ... I'll still sub¬ 
scribe even though I have to read 
each article and or scan first to see 
if the advertisement is for 64 users. 

Richard Pernatin 
Park Ridge , Qld 

Ed - We don't agree. The US 
magazine INFO is a fine example. 

☆ ☆☆ 

Game reviews 

Out all of the Commodore mag¬ 
azines I read, and have read, I think 
that yours is the best (and cheap¬ 
est!) and in this letter I have includ¬ 
ed a few things which could make 
this magazine even better! 

When you review programs, 
you could give them a rating out of 
100% and rate them on graphics, 
sound, addictiveness (or alike) and 
an overall rating. For eg: graphics 
82%, sounds 70% and so on! Also, 
including both C64/128 and Amiga 
screen shots would make the user's 
choice even easier. Software is dear 
these days and ratings sure would 
help!! And one other thing, ever 
thought of having a cassette on the 
cover? Could boost sales! 


Luke Lynde 
Zillmere, Qld. 

Ed - Ratings go out of date too 
quickly. - We'll work on the screen 
shots. 

☆ ☆☆ 

Amiga and 

Commodore 

support 

The January issue of ACR 
raised some very interesting points. 

I must say how much I agree with 
the article on the 128 written by 
Harry Waterworth and the letter 
about the 1581 from Richard Rum- 
bel. 

As a 128D and 1581 owner my 
only divergence from the views of 
the writers is that I think they have 
been much too generous when deal¬ 
ing with Commodore’s attitude to 
its customers. As a company their 
support of their large band of faith¬ 
ful users is nil. Letters to Commo¬ 
dore for information are rarely an¬ 
swered, and their after-sales service 
is appalling. 

Typical of Commodore's atti¬ 
tude is the total lack of information 
regarding the new ROMs for the 
1571. The bugs they fixed are well 
documented by third parties, but 
how many users know of the new 
command hidden away in them? 
The command "UO>Vl" and 
"UO>VO" turns the write verify off 
and on respectively. Use of this 
command can speed up the 1571 
write mode by at least 30% (natu¬ 
rally there are dangers doing this), 
but how many write errors do you 
get normally? 

Whilst the advanced features of 
the C64 in its day allowed them to 
get away with this sort of service, 
the Amiga has no such advantage. 
In fact due to their marketing, or 
lack of it, the Amiga has yet to 
sell a million computers world 
wide, hardly the performance of a 
product which two years ago was 
about to revolutionise the computer 


industry. I was in the UK before 
Christmas and the Amiga was strik¬ 
ing only by its absence. The shops 
were full of PC clones and Atari's 
with the odd Amiga tucked away in 
a comer somewhere, indeed Com¬ 
modore UK had just dropped the 
price by £100 in order to try and re¬ 
duce the Atari ST's 3:1 sales advan¬ 
tage . 

When my 128 finally gives up 
the ghost and I look around for a re¬ 
placement, a Commodore of some 
description will not be an automatic 
choice. It could have been if they 
had sold this excellent machine (and 
the C64 which preceded it) with 
even basic user support. Commo¬ 
dore does not deserve its following 
and we certainly don't deserve them. 

Bruce Lloyd 
Dapto y NSW. 

Fidonet 7121206 

Ed - that is all about to change 
(we hope!). And by the way, the 
Amiga has hit the magic million. 
We reckon you should go Amiga 
regardless. 

☆ ☆ iX 

Disk rattlers 

In your January issue on page 6 
called "C64ers" you had an article 
about viruses called "Virus on the 
C64?" Well, sorry I can't send you 
any samples, but I hold disk rat¬ 
tling information you would proba¬ 
bly find useful. The program or 
games are called Bullfrog, Beach 
Head, Tigers Way (from the compa¬ 
ny Gremlins) and Tua-Yehiti from 
Block Busters. Luckily before send¬ 
ing the games back my disk drive 
didn't fall apart, but if it does from 
another program I'll surely notify 
you. 

Jamie Roelofs 
Norseman , WA. 

Ed - Yes, this form of copy 
protection can knock your drive out 
of alignment. We suggest a snap¬ 
shot cartridge is used to make a 
backup. 
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Entertainment 



T HIS IS what the Amiga is all 
about. A six disk game with 
L ~~ some of the best animation 
around has hit the streets. Don Bluth, and 
his now legendary design group, have ex¬ 
celled themselves yet again. 

I saw the demonstration to this 
program many months ago. 

My first reaction was that 
the demo disk was great but 
it was probably only a 
mock-up. Surely the final 
game wouldn’t be that good! 

The laser-disk based version 
had been out for a long 
while. The backdrops in the 
demonstration disk had been 
digitised off scenes from the 
original. Dirk was Amiga 
animated. 

Cynical to the last, my 
six disks finally arrived, and 
after connecting the stereo, I 
prepared to be disappointed. 

As the disk drive chugged 
away, the thought of six 
more disks of loading 
seemed daunting. 

Scene one, the drawbridge. Left, right 
- I tugged in every direction. Dirk, the 


daring knight, who casually strolls to¬ 
ward the castle door, remains set in his 
path. Suddenly, the bridge splits open 
and Dirk is tumbling through a hole be¬ 
neath his feet. 

Now I'm dangling hopelessly beneath 
the bridge. A few more desperate tugs on 


the stick and Dirk is still there. Moments 
later several long-limbed amphibious 
monsters reef me from my precarious po¬ 


sition to the murky depths below. 

One man down, two to go. My next 
two attempts are equally unsuccessful. 
Your quest has ended. The screen beckons 
me to try again. First, I read the instruc¬ 
tions. There's a brief section called 
HINTS. Here’s a hint. Take every word 
in the hints section to heart. 
This is no ordinary arcade 
game. You are in a cartoon. 
Dirk can only do so many 
things. Timing is critical. 

After three hours, I'm 
halfway through disk three. 
The rapids. This game is 
fantastic, but I'm stuck. 
Suitably impressed, fired up 
to write a review, I place the 
six disks in my top drawer 
for safe keeping. 

Then, just days before 
deadline day, I read a 
message on the international 
Amiga Echomail area. A 
sequence of key strokes that 
enables the entire six disks 
to play the correct sequence 
right through. 

Now I have seen the whole of Drag¬ 
on's Lair , I can say without a doubt this 
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Review copy from Questor 
(02) 662 7944. RRP Amiga $ 


is the best animation in a game yet. ing is well worth the wait. Highly rec- 
Game play is tough. Progress is slow, ommended - if you can stick it out. More 
But it really is captivating stuff. The end- tips coming soon! ■ 


■ 1 : | |J| . 
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☆ -ft ☆ Entertainment - Stop Press ☆ ☆ ☆ 

whole stack of new programs in the seat of a Ford Sierra. Top graphics Pactronics also have a range of other 
arrived in the office just prior to and animation - good variety of tracks, great new titles just hitting the streets, 
press time. We couldn't resist Watch for a mega-review of this one Ask your loc;ol dealer for details soon, 
ripping open the packets to have a sneak classy game. RRP $59.95 Thanks to Pactronics for this, 

look at what we'll be reviewing next 
month. Here's a few worth watching out 
for: 

Mercenary - Amiga 

A big game on the C64, now out for 
the Amiga with the first part, Escape 
from Targ and the second part The Sec¬ 
ond City on the same disk. Brilliant line 
graphics, super smooth animation and a 
full-on adventure format in the midst of a 
civil war. Trade or blast your way to 
safety. Check it out! Review copy from 
Pactronics (02) 407 0261. RRP $49.95 

Lombard Rally - Amiga 

This game is hot! Full rally racing, 
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TWO INTELLIGENT 
WAYS TO MIND 
YOUR OWN 
BUSINESS 


1. The Commodore Amiga 2000 

• Low-cost entry to desk-top publishing. 
Advanced graphics, type and photographic 
reproduction. 

• Multi-tasking of business packages. 

Runs up to four programs 
simultaneously. 

• Optional XT or AT bridgeboard for 
MS-DOS compatibility. 

• Produces sophisticated presentation 
graphics, reports, and overhead projection 
slides. 


2. Tlte New Commodore 
PC10 Version 111 

• Just released! The newest version of 
Commodore's proven PC10 with 640K 
RAM. 

• IBM PC compatibility. Runs MS-DOS 
business software. 

• Expandable with 3 full-length expansion 
slots. 

• Built in mouse port, serial and parallel 
ports and colour/monochrome adaptor. 

• Includes Able One integrated software 
and GW Basic. 




KEEP UP WITH 

commodore 








Football 


vmMfGA 


by Richard Silsby 


T | HE BATTLE field, called a To the average Australian, American stumbling my way through a computer 
I "gridiron” because of its rescm- Football is a game that is pretty hard to game. 

II blance to the metal cooking grill understand compared with Australian One of the first things that puzzled 
used to cook meat, is 100 yards Rules (aerial ping pong), Rugby League me about the game was why is it that a 
long, divided into 50 yard long tcrrito- and Rugby Union. I found that American game with a length of one hour broken 
ries. The object is to score more points Football was hard to understand, whether up into four 15 minute halves, can go on 
than your opponent. What could be sim- I was watching the pro's in die NFL, or for as long as four hours including 
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to watch. Especially the facial features of 
the commentators when passing remarks 
during the game. Sound effects and music 
were great, especially the crunching of 
bodies in a diving spear tackle. 

In all, this is a great game, whether 
you are a beginner or a natural at foot¬ 
ball. The unusual aspect is that it will 
keep you involved because football is not 
just a game of strength and power. It is 
very much a thinking man's game and 
could be likened to playing a moving 
chess match. So if you want a game that 
you can really get involved in, or a game 
that is worth getting just to watch the ex¬ 
hibition, T.V. SPORTS: FOOTBALL is 
the game for you. ■ 


The next thing that puzzled me was 
why does one team take enough players 
to a game for about three full teams? The 
answer is they put one team of players 
on the field while the other players are 
waiting on the side lines. Then as soon 
as that team loses the ball they get taken 
off the field and another part of the same 
team comes on. 

I'm not going to show my ignorance 
any more. As far as the computer game 
play goes, this is prob¬ 
ably the easiest 
game to understand 
how to play, 
dealing with grid¬ 
iron or American 
Football. T V 
Sports: Football 
by Cinemaware 


is just the game for beginners. 

The manual is designed as an instruc¬ 
tional tool for first timers, which starts 
with a historical perspective on football, 
with a section covering the rules and 
goals of the game. If you’re already fa¬ 
miliar with the game of football, you 
may want to go onto the sections on 
strategy and game plans. 

As a beginner myself I found it es¬ 
sential to thoroughly read the manual. 
Many of the complex terms unique to 
American Football are explained. De¬ 
spite the complex technical points of 
this game there are many other features 
that provide light entertainment. 

The graphics are an absolute delight 


Review copy from YPA (02) 899 2277 
RRP Amiga $69.95 
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Entertainment 



LECTRNIC ARTS are one of 
the leading games producers in 
the industry for one important 
reason - selectivity. They know 
how to pick good people for their produc¬ 
tion department and to give the buying 
populace out there the best for their 
bucks. 

Mars Saga takes place in 2055, and 
that is not that far away. So let's see 
what is going on hence, on the planet 
that is just outside the Earth’s local 
phone call area. 

In this year, Mars is a prison colony 
and you are stuck here. There is one way 
to get off this asteroid hell, that is to ac¬ 
cept a mission. 

The mission is to figure out what 
happened to Proscenium, the new out¬ 
post that has fallen mysteriously silent. 

Mars Saga is a fantasy role-playing 
game. Humans have colonized Mars with 
convicts in order to mine the planet for 
its valuable and greatly needed minerals. 
Like other fantasy role playing games, 
you create and control characters that ex¬ 
plore the computer's fictional world. 

The object is to try to develop your 
characters in various ways - increase their 
abilities and wealth, for instance. Then, 
you try to complete the task, which is to 
find out why all contact has been lost 


with Proscenium, the farthest outpost on 
Mars. Success depends upon good logic 
in combat, using your character's skills 
to your best advantage and a touch of 
sleuth in unravelling mysteries. 

In your first incarnation you are Tom 
Jetland, a roguish individual who's a 
little shy on credits. You find yourself in 
a bar in Primus, the first city built on 
Mars. Here you can recruit people to help 
you get to Proscenium. 

If not very many people want to join 
your party in the beginning, don't sweat 
it, it's okay. As you gain experience, 
your reputation grows and more charac¬ 
ters will want to join up with your 
group. If creatures get the best of you 
(literally) and you need more recruits, 
head to the nearest bar, restaurant, 
lounge, barracks or computer magazine 
editorial office and find them there. 

Once you step out into the city of 
Primus, there is an automatic map that 
lays out the areas you visit. This auto 
map is on Window 2 on your screen. Use 
the auto-map legend on the Command 
Summary Card as a guide to the icons on 
your screen. 

When first beginning the game, don't 
be in too much of a hurry to rush out to 
the planet's surface or another city. Stay 
in Primus and map it out. The first sit 
contains a lot of valuable 
clues. 

But when you are set to 
go, you will need some use¬ 
ful items to search the plan¬ 
et of Mars. Things like vac- 
suits that convert the 
planet's atmosphere into 
breathable air. To buy these 
things, you'll need experi¬ 
ence and credits. 




In the first couple of games, I was 
able to recruit a rather rotund woman 
with big biceps and of the age of 25. I 
got her out of the ex-marines category 
and she was quite willing to join my 
contingent of one and cruise out into the 
sunset on the way to Proscenium. But 
that was all the recruits I got in that bar 
and I was off, as Tom Jetland, with one 
popgunnish .22 pistol and a couple of 
fists - and Greta. 

In the course of the first explorations 
you meet up with dangerous characters 
and the computer prompts you asking if 
you want to go into combat with these 
guys or not - I did, and I kept fighting 
till I killed both Jcthead and Greta. 

Advice here is to keep exploring, get 
as far along into the game as possible 
and do like your mother said, don't get 
into any fights. Build up your stamina 
and that of your team mates, collect good 
weapons and fine tune all your skills. 

Mars Saga will take years to play and 
become a healthy member of your collec¬ 
tion if you are into such games and what 
happens out there north of the sun in 61 
years' time. 

Graphics are basic, we're not seeing 
anything fabulously new or wonderful 
here, and music is also as uneventful as a 
Willie Nelson concert. Although the ac¬ 
tion is very methodical and staggered, in 
screens that scroll from all sides of the 
monitor depending on where you cursor 
yourself to on the joystick, when it 
comes, you get to hone in on the more 
dexterous of your manipulations. 

If you want involvement and you 
want to spend a lot of time off the planet 
then I think you will enjoy Mars Saga.® 

— 
Our review copy came from 
ECP (075) 963 488. 

RRP C64/128 $29.13 
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Computa jHagic %tfs 


Amiga 3.5 Disk Drives 


C64 Compatible Disk Drives 


OPENING SPECIALS 

Drives $260.oo 

le Disk Drives $275.oo 


TRILOGIC 

EXPERT CART + UTIL DISK $ CALL 

A500 MONO DIGITISER $64.95 

AMIGA MINI AMP $99.00 

DRIVE DOCTOR $42.95 


M.A.S.A. 


FREEZE MACHINE $99.00 

DOLPHIN DOS $169.00 

EXCELERATOR DOS $199.00 

QUICKDISK + $54.95 


AMIGA ADD-ONS 

A500 DF0-DF1 SWITCH $55.00 

ACCELERATOR BOARD $399.00 

SENATOR 3.5 DRIVE $289.00 

MASTER 5 5.25 DRIVE $399.00 


PRINTERS 

CITIZEN 5200 $ CALL 

STAR NX1000 COLOUR $595.00 
CITIZEN HQP4D COLOUR $1199.00 
MANY OTHERS AVAILABLE 


PHILLIPS CM8833 MONITOR $549.00 

(1084S COMPATIBLE) 


Commodore C64 and Amiga 500 Packs 

FULL RANGE OF SOFTWARE FOR C64/128 AND AMIGA 


DISKS 
5.25 FROM 
3.5 FROM 
DISK BOXES 


WE ALSO STOCK 


$9.00 (10) 
$27.00 (10) 


PAPER 

DISK LABELS 

JOYSTICKS 

BOOKS 


WE dontwantto be the Biggest 

JUST THE BEST 


USER GROUP DISCOUNTS 


OPEN 


MON-WED 

THU-FRI 

SAT 


10AM -6PM 
9AM - 9PM 
9AM - 5PM 


(03) 326-0133 

SHOP 5 30 HALL ST 
MOONEE PONDS 
VICTORIA 3039 


MAIL ORDERS ACCEPTED 


FREIGHT 


SMALL ITEMS 
LARGE ITEMS 


$3.00 

$ 10.00 




































: 


The Expert V4 Integrated Disk System 

Trilogic presents the latest in backup systems with the new Expert V4.1 
software. This is a menu driven modular system which allows you to go 
between modules without having to reload the program you are freezing. 


Full screen viewer, including sprites. 

Fast save of backup and picture screens - hires or multicolour. 

Full memory fast load/save including colour and I'O all in one file. 

Real time picture editor - edit hires or multicolour pictures. 

Convert a standard resolution screen into a picture. 

Load, save and edit pictures anywhere in memory with picture view. 

Real time character editor - edit character sets in hires or multicolour. 

Load, save and edit character sets anywhere in memory. 

Real time sprite editor - edit hires or multicolour sprites. 

Load, save and edit sprites anywhere in memory. 

Unique file view command allows you to select which sprites are to be loaded. 
Picture formatter - load/save all picture editor formats plus picture flipper. 

Utility module with immortaliser, joystick swap, joystick autofire, sprite killer and 
fast tape save of backup. 

Full machine code monitor with all standard commands plus: 

8 pre-programmed function keys, registers, repeats, load, directory etc. 

Whole memory monitor, display all memory including rom, colour, I/O etc. 
Unlisted opcodes with full documentation, you can use standard or unlisted 
opcodes. 

Enter text in either ASCI or screen pokes. 

Bidirectional scrolling for disassemble, monitor and text modes. 

Output to either screen or printer in all three modes. 

Fully automatic, easy to use backup system with super efficient compactor. 


At last, all the Expert's previous features plus all the new ones 
listed above are accessible without having to reload 

the game, or manually program the Expert. 

The picture, character and sprite editors are complete expert modules which run inside the cartridge and 
allow you to edit without corrupting memory. All editing modules support both keyboard and joystick editing. 


Expert V4.1 disk for only $29.95 


not available for tape users 

















Trilogic 

Amiga Mini Amp 

$64.95 

Amiga Audio Digitiser 

$99.00 

Amiga Printlink 

$89.90 

Amiga Stereo Audio Digitiser 

$125.00 

C64 Diagnostic Cartridge 

$54.95 

C64 Drive Doctor 1541/1571 

$42.95 

C64 Datasette Doctor 

$34.50 

Datasette Backup Boards DCL1 

$29.95 

Expert Cartridge and utility disk 

$115.00 

Expert V3.2 utility disk 

$12.95 

Expert V3.2 system disk 

$12.95 

Expert 4.1 enhancement disk 

Specialist Software 

$29.95 

Disks 5 1/4 2S 2D 10 

$7.50 

Disks 5 1/4 2S 2D colour 10 

$15.00 

Disks high quality 3.5 MF-2DD10 

$27.00 

Amiga Software 

Barbarian II 

$54.95 

California Games 

$68.95 

Dragon's Lair 

$82.95 

FI 6 Falcon 

$68.95 

Who Framed Roger Rabbit 

$64.95 

C64 Software 

Barbarian II 

$37.95 

Sinbad and the Throne Falcon 

$34.95 

Sports World '88 

$34.95 

Thunderblade 

$34.95 

Ultima V 

$46.95 

Disk Storage Box 3.5" 

YUDD5 

$2.50 

DD 10A 

$4.95 

DD40L 

$11.95 

DD80L 

$16.95 

Diskette Notcher 

$10.95 

Disk Storage Box 5.25 

DD5 

$2.50 

DD 10 

$3.95 

DD50L 

$12.95 

DD100L 

$13.95 

DD 120L 

$17.95 


Amiga Senator 3.5" disk drive 
Amiga Master 5 1/4 disk drive 
Amiga Midi Interface 
Amiga 1901 conversion 
Amiga 500 external drive boot switch 
Amstrad Printer Lead 
C64 Stereo Sound Synth 
Citizen 120D printer 
Commodore 1M serial extension 
Commodore 2M serial lead 
Commodore Video Lead 
Commodore 1M serial lead 
Commodore R/F lead 
C64 Centronics lead 
Cl 28 80C mono lead 
Decompiler (Blitz) 

Excelerator+ Plus disk drive 

Economical fastload cartridge 

Excelerator/super 5 drive DOS upgrade chip 

4 slot cartridge expander 

Programmer Reference Guide 

PC Printer lead 

Parallel cable 1541 

Parallel cable 1571 

Quickshot MK I Joystick 

Quickshot MK II Joystick 

Quickshot MK II Turbo Joystick 

Reset cartridge 

Turbo menu/ + Fastload cartridge 
Vic-20 Composite video lead 


$280.00 

$380.00 

$64.95 

$99.00 

$59.00 

$35.00 

$49.90 

$399.00 

$20.00 

$20.00 

$18.00 

$18.00 

$9.00 

$38.00 

$ 20.00 

$29.95 

$285.00 

$24.95 

$20.00 

$54.95 

$34.95 

$35.00 

$32.95 

$32.95 

$12.95 

$24.95 

$44.95 

$12.95 

$44.95 

$25.00 


Custom cables available on request! 

Commodore parts available, prices on 
request. 


Mail order repairs by authorised independent 
Commodore Service Centre. Phone for 
details. 





Also phone for quote on repairs on all computers - Authorised Commcare Centre. 
Money Orders and Cheques welcome or use your Bankcard, Mastercard or Visa. 

• HPD will make you the experts# 

Mail your order to: 7/100 Hewittson Road 

Elizabeth West SA 5113 

or phone your order now on (08)252 3300 Faxed orders (08) 252 4755 
Add $3 Postage and Packing to all prices - For drives and printers add $10 















Entertainment 


Clicked on Games 

Clicked on Games 


MicroProse Soccer 


r-p I HIS COMPANY’S releases are 
I I just getting better and better! I 
1 had a look at their Red Storm 
Rising just last month and 
thought it was great, now along comes a 
sports type of simulation which grabs 
me even more. It's so good to play, the 
joystick control is accurate and much ef¬ 
fort has obviously gone into program¬ 
ming the game of Soccer faithfully. 

It comes on a single disk, complete 
with 'Paranoid' copy-protection, and I 
think there must be a fast load routine 
too. 

I had to first of all disable my Cock¬ 
roach TurboRom then enter 
'Load"0:*",8,l' to load the games on ei¬ 
ther side of the disk. I ran both sides on 
the C-128 and it all loaded and ran OK, 
with my feeling there being that if it'll 
load on my office 128 it'll load on any¬ 
thing (my 128's a temperamental beast!). 
Once loaded in, I had a ball (excuse the 
pun) and thoroughly enjoyed myself. 

The game of European Soccer is on 
one side of the disk and American Six-a¬ 
side is on the other and I played both 
games quite a bit. Both play very well 
and there's sufficient variety to hold the 
interest for a long time to come. 

To start with, there's a Control Panel 
menu where various things such as 
match length, music during game, colour 
or B/W monitor, and a whole lot more 
can be preset. Also, as there's a facility 
to save and reload matches you choose 
tape or disk as the device for that. Enter 
your name(s) in the Name Bank too, so 
that the computer refers to you by name 
and not just as Player 1 or Player 2. I 
liked this feature as it makes playing 
against the computer feel more personal. 

You'll select team colours for each 
player too, with the computer refusing 
colours too close to those already in use. 


That way there's no confusion out on the 
field. Thoughtful, eh? 

This one is streets (even whole high¬ 
ways!) ahead of previous soccer simula¬ 
tions in that you’re playing from above 
in a sort of plan view of the field. Your 
'man' can kick and head the ball in a va¬ 
riety of ways using various joystick 
movements which allow him to kick a 
straight volley, do a left or right 'banana 
shot’ (ball curls left or right), make a 
chip shot, or even do a very good im¬ 
pression of Pele doing a backwards over¬ 
head kick. If he’s got possession of the 
ball all you have to do (!!) is get him to 
dribble it through the defence then kick it 
(firebutton) into the goal. 

The other team’s defence in a one- 
player game is well programmed to get 
the ball from you, and in a two player 
game (I liked this option better personal¬ 
ly) your opponent has to get his man to 
tackle you and get the ball. Watch out 
for sliding tackles, they're very effective. 

When the ball is kicked clear your 
nearest player to where it lands starts to 
flash to show that he's the one you're 
now controlling. Get him moving quick 
before your opponent steps in with his 
man. If you score a goal the word 
"GOAL" prints right across the screen 
and the crowd goes wild with applause. 
The screen then goes black and white 
whilst a mock ’videodisk' is rewound and 
the scoring of the goal is replayed. A big 
letter 'R' flashes in the top corner to 
show you that it's a replay. Just like the 
real thing when you're watching the 
match on TV. 

As in all sports the teams are at the 
mercy of the weather, and I was amazed 
to see lightning flashes and raindrops 
falling on the turf in one game I played. 
There was thunder too, but the teams 
played on. A very nice touch which added 


by Eric Holroyd 
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a great deal to the game's atmosphere. 
'Weather On/Off is one of the preset op¬ 
tions on the Control Panel screen. 

The accompanying manual contains 
all the game instructions plus the Rules 
of Football as laid down by FIFA (the 
Federation Internationale de Football As¬ 
sociation), the rules of American Six-a¬ 
side Indoor Football and a history of the 
World Cup. All you ever needed to know 
about Soccer in fact. 

Also in the package was a complete 
catalog of all the MicroProse simula¬ 
tions marketed under their joint venture 
agreements with Cosmi and Origin. It's 
quite a list and a handy little book too. 

MicroProse specialize in all types of 
war and sports simulations and seem to 
have formed alliances with various soft¬ 
ware developers. The development in this 
case was by Sensible Software and I 
think they’ve done a marvellous job of 
putting a good Soccer game onto the 64. 
They've certainly done some excellent 
graphics and music, and I loved all the 
extra little touches they added in the 
name of realism. 

This should appeal to armchair 
sportsmen and gamesters in general. It 
certainly had a lot of appeal for me. ■ 


Review copy courtesy of 
Questor (02) 662-7944 RRP C64 
disk $59.95 cass $49.95 
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Entertainment 



T WAS with some trepidation that I 
loaded Double Dragon into my 
Amiga. After reading Phil Camp¬ 
bell’s Capone review, I wondered about 
unleashing my two impressionable sons 
into this world of mindless violence. 

But I feel perhaps we sometimes 
overreact when the ’anti-violence lobby' 
sprouts its views regarding violence and 
its influence on the young. 

Perhaps I’m getting old (37?). Or 
maybe I can remember when I was 
young, but it’s always been goodies and 
baddies, cowboys and indians, cops and 
robbers, humans and aliens and each 
theme is built around one idea, "get the 
baddie!". My sons seem obsessed with 
the same theme - they get each other, 
"I’ll rip your arms off, you ferret!”, 
"you’re dead this time fatso!’’, "it’s my 
go, you zit-faced porker!" 

The advantage of Double Dragon is 
that two can play it. When my sons first 
played "Double Dragon" they were like a 
precision team, it was 
the first time for weeks 
that they had stopped 
fighting. 

The theme of the 
game is violence, get the 
other guy (or gal) before 
they get you. Kung Fu 
Master Billy Lee, with 
his twin brother Jimmy, 
are out to resue Billy's 
girlfriend from an evil 
street gang. 

Use any weapons you 
may come across, a 


whip, a baseball bat, throwing knives, 
even a gun. Pick up barrels or huge 
rocks and use them to bash your oppo¬ 
nent into oblivion, just as long as you 
beat them. With two-player mode, the 
odds are improved but there are more op¬ 
ponents. 

My blokes were like commandos 
stalking their prey, "you go first and I'll 
get the other bloke", "let me get the 
whip", "you knock the dude down the 
hole and I’ll drop a 44 on the big bloke". 
The peace was delightful, interrupted 
only by the anguished cries of the dying 
video images as they perished and were 
then replaced by hordes of others. 

The game itself is reasonable with all 
the qualities we have come to expect; 
bright, well-drawn graphics, excellent 
sound and effects, playability, smooth 


scrolling and very professional finish. 
The animation is a little sludgy. Baddies 
are varied with both sexes and several 
races being represented. 

A play-on option allows even the 
most pacifist player to reach the far ends 
of this game, though it is extremely dif¬ 
ficult to get far on the lives given. Fight 
sequences are never boring, there are so 
many possibilities and the enemy seems 
to have a mind of its own. Movement is 
controlled by the joystick and is very re¬ 
sponsive, animation is smooth with the 
characters moving in and out of the 
screen as well as left to right. 

Double Dragon comes as a welcome 
addition to the genre of martial arts sim¬ 
ulations and being set in an urban area, 
makes a change from the usual temple/ 
lakeside scenes. ■ 


Review copy from YPA Holdings (02) 899 2277. 
RRP Amiga $49.50, C64 disk $37.95, cass $26.50. 
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Viatel 


VIATEL SUBSCRIPTION FOR 1 YEAR $ 48.00" 

MICROTEX 666 SUBSCRIPTION FOR 1 YEAR $ 66.66 

MODEM $336.00 

SOFTWARE $ 50.00 


$50€h66 


$175.00 


Please Note: VIATEL annual subscription does not include local 
call fees to connect to VIATEL (21 e from anywhere in Australia), 
connect time charges or any frame charges you may incur. 


II TO BLOW THE MINI 
COMPUTER ENTHUSIAST 


. .. 

1ER package contains a modem for the IBM PC and Compatibles or Commodore ( 
It28, Communications Software, VIATEL and Microtex 666 subscription for one year. 
































PUTER OPEN UP THE EX< 






im 



the latest news on the computer industry, as 
well as advice from the experts. Microtex 
666 also offers you entertainment, bargain 
shopping and a wealth of other services. 


suitable for VIATEL and similar services, 
etc., and have telesoftware download 
capability, PLUS 300 bps full-duplex 
asynchronous communications to suit 
Electronic Mail, Bulletin Board Services, etc. 
Simple-to-use modems that are ideal for the 


' v-., C5impie-io-use mooerns inai are i 

AVTEK 3 + 12 MODEM first-time communicator. 

F° R THE IBM PC'A\P 


COMMUNICATIONS 
SOFTWARE 


<>K , D 

A MODEM FOR THE The software has been designed to run on 

■ COMMODORE 64 AND 128 IBM PC XT, AT and the Commodore 64 
These modems offer 1200/75 bps and 128. 


The AVTEK EXPLORER communications package 
we are offering gives you everything you need to I 
access VIATEL and Microtex 666. 1 



Imagine from the comfort of your own home, being 
able to bet on the races, bank, pay bills, shop, play 
games, book holidays, purchase lottery tickets, | 
send electronic mail, meet a multitude of people and ( 
much more! Well it’s all possible through VIATEL. | 
VIATEL, Telecom Australia’s national videotex . 
service is available to anybody with a telephone I 
connection, a computer and a modem. The i 

modem will simply and quickly connect your I 

computer to the telephone line. | 

VIATEL is simple to use and requires no special 
knowledge of computers or related terminology. 


ORDER NOW Please note your AVTEK EXPLORER package will 
include modem, connecting cables, software, Microtex 666 membership card, 
VIATEL membership. Sales tax and postage and handling is included in price. 

TO ORDER: 

Call credit card details through to AVTEK Data Communications on 008 252 754 
for same-day dispatch. 

OR 

Simply fill out the coupon below and send it to: AVTEK Data Communications 

Freepost 16 
PO Box 651 
Lane Cove, NSW 2066 

My choice of modem is: (please tick) 

□ Modem 3 + 12 for IBM PCs & Compatibles □ Auto Dial Modem for Commodore 64 & 128 PCs 
I currently have a: (please tick) 



□ IBM PC/XT/Compatible 
(25 pin D25 female connector) 

□ Commodore 64/128 (Commodore interface) 


PLEASE PRINT CLEARLY IN BLOCK LETTERS 
DELIVER TO: (No PO. Box numbers, please) 


□ IBM/AT/Compatible & require a 9 pin connector 


lomputer Publications Pty Ltd’s popular Microtex 
666 (to be found only on VIATEL), offers a compre¬ 
hensive service for PC users. Microtex 666 connects 
you and your computer to a nation-wide network 
of thousands of computer users. Microtex 666 lets 
you communicate with these users AND gives 
you MASSES of computer programs straight 
down the telephone line onto your PC. 

You can “download” software as often as you 
wish, any time of the day or night. Become an 
identity on the Microtex 666 bulletin boards, get 

J^AVTEK 

(A‘Memoer oi the Netcomm Gtoup o' Compomei) 

fliCROTEX-666 


NAME 


ADDRESS 


POSTCODE 


REGISTERED TELEPHONE NUMBER 

CHARGE MY CREDIT CARD ACCOUNT OR PHONE THROUGH TO (008) 252 754 
□ BANKCARD □ VISA □ MASTERCARD 

..i_i_i_i_i_i_i_i-1-1-1-1-1-1-1-1-1 

ACCOUNT NAME 



CARD NUMBER 

SIGNATURE_ 


j i i_i— 


EXPIRY DATE 


I_ 
























Entertainment 


Clicked on Games 

Clicked on Carries 


Elite 


by Tony Smith 


A 


T LAST ELITE has arrived 
for the Amiga, and unlike 
Outrun has been worth the 
wait. 

Solid 3-D graphics, detailed solid 
ships, colourful graphic shopping screens 
with the weapons and products clearly il¬ 
lustrated. Bar graphs at the side of the 
pictures to show how much produce is 
available and prices under the goods to 
make selection, which is accomplished 
by either the mouse or joystick, easy. 

Examining planets within range is 
also colourful and pleasant with cleverly 
drawn aliens displayed along with the 
size and nature of the planet. All graphics 
are solid and the explosions are very rea¬ 
listic with bits flying everywhere, like 
Star glider II. 

The 64 version of Elite tied up a con¬ 
siderable amount of my time and resulted 
in a rating of 'dangerous' and sometimes 
'fugitive' so it was with great confidence 
that I selected 20 tons of food and pro¬ 
ceeded. to fly to a nearby world which was 
ravaged by tree grubs. 

The takeoff is easy and the jump to 
hyperspace was accomplished without 
any drama. On leaving hyperspace, a 
small jump was accomplished before 
'CONDITION RED’ was announced and I 
prepared for battle. 

The controls all fell smoothly to hand 
and I quickly set my missile targeting to 
'on', backed off the speed and turned to 
face my adversary. Swinging the craft 
around I saw a pirate coming at me. Con¬ 
firming this with a quick ID check, I sent 
a couple of blasts away as the missile 
targeting system informed me that the 
target was locked on. 

If by chance the other ship was a 
Thargoid, an insect race with their fear 
glands surgically removed at birth, I 



would need the missile soon, and keep¬ 
ing one targeted saves time later. Ten or 
fifteen quick shots disposed of the pirate 
and I was awarded 12 credits for the kill. 
A couple of asteroids blasted for 0.5 
credits each (it's not good money but it 
keeps the space lanes clear) and a quick 
local jump brought me within range of 
the space station. 

The space stations always face the 
planet and here lies the first really hard 
part. With a docking computer, it is 
simply a matter of flying into the safe 
zone around a station and turning it on. 
Unfortunately they cost 1500 credits and 
I only have 100 so it has to be docked 
the hard way. 

This is accomplished by manoeuv¬ 
ring your ship into a position facing the 
opening and square to it. Easy, eh? Next 
comes the tricky bit. 

To provide gravity, these stations 
slowly revolve, so not only must you 
keep your ship on course for the slot, 
you must also rotate to match the speed 
of the station before smoothly entering 
the landing zone. Try turning around af¬ 
ter a normal launch and flying straight 
back in, you'll soon get the hang of it. 

My lights have been burning past 
1.00 am since Elite arrived and I am as 
enthusiastic about it as I was for the 64 
version. It is the first game for the Ami¬ 
ga that I cannot find a fault with, and my 
only problem is trying to build up 
enough credits for a better laser, a larger 
cargo hold, an escape capsule, mining la¬ 


sers, better shields, a CD player, mag 
wheels, the list goes on. Almost like 
real life. 

There is no sound track, except when 
under the docking computer or when you 
are dead, but a sound track which you 
will be listening to for months would 
get boring no matter how good it is. Be¬ 
sides, the peace and quiet of space is a 
welcome change from the noise and ten¬ 
sion of a space battle. 

Elite offers everything to a budding 
spaceman. You can be a goody-goody 
and just carry 'straight' cargo, or a pirate 
and carry other cargoes such as slaves or 
drugs. If you are a budding mercenary 
you could try taking weapons to anar¬ 
chistic worlds but be prepared to fight 
your way right up to the station. 

When you have obtained updated 
weapons you could become a vigilante 
and go chasing pirates for rewards and 
bounty, or try hanging around in space 
near the jump zones and picking off any 
poor unfortunates as they emerge from 
their jumps, blasting them and then 
scooping up their cargoes with your 
scoops. With literally hundreds of plan¬ 
ets and several galaxies to choose from 
Elite offers the gameplayer tremendous 
scope and variety. 

The game which became a classic on 
the C64 will once again become a classic 
on the Amiga. Rush out and buy a copy, 
you won't regret it. ■ 


Review 

copy from Questor 1 

(02)662 7944. RRP Amiga 


$59.95 1 


Commodore and Amiga Review 32 
















Computer Discounts (Australia) pty Ltd 

178 Pacific Highway, St Leonards 2065 
P.O. Box 1437, Crows Nest 2065 Tel: (02) 436 2976 Fax: (02) 437 4919 


Calling all Amiga® owners! 

UNI drive" 

3.5" External floppy disk drive for your Amiga. 

SPECIAL!! SSS5 $199 ea 

Limited offer (Subject to change without notice) 

And remember - not only is it Aussie made - it's exported to Europe and America. 

12 month warranty. 

©Amiga is a registered trademark of Commodore-Amiga, Inc. ™ Trademarks of Memory And Storage Technology, Inc. 


MICROMEGS ^ /I Cl DIRECT REPLACEMENT 

A 500 FOR THE A501 

INTERNAL 512K BYTES RAM EXPANSION UNIT WITH CLOCK 
HIGH TECH 1 Mb DRAMS - SMALL SIZE - LOW POWER - CMOS DESIGN 


Ignite your Amiga!!! 

with another 
"Matchbox Peripheral" 
MINIMEGS ™ 

2 meg RAM for A500/A1000 

Minimegs for the Amiga 500 represents a 
new breakthrough in memory design. In a 
tiny external case we fit a giant two mega¬ 
bytes of RAM with full autoconfigure ar¬ 
chitecture plus a host of other features. 

^ fast RAM 

^ low power CMOS design 

<>- 0Mb to 2Mb (512K increments) 

<0- RAM tachometer 

CONFIGURE indicator 
❖ external attachment 
<0- small size 
^ autoconfigure 
^ affordable price 

Uses high tech 1Mb DRAMS and 
is so small it comes in an 
oversized matchbox! 

1/2 Meg $531 

1 Meg $763 

2 Megs $1,227 


TINY TIGER™ 

SCSI Drive System 
for A500/A1000/A2000 

The Tiny Tiger is a very cost effective 
SCSI interface and drive for the Amiga 
range of computers. 

<0* interface and drive unit in a single 
case 

^ plugs into the Parallel Port and 
incorporates 

TRANSPARENT-TRANSFER 
circuits to pass through the printer 
port 

^ attached to the computer by a cable - 
does not obstruct use of the keyboard 
<0- half height, high performance, low 
power SCSI drive 

^ powered by external power-pack 
^ standard 25 pin connector on the rear 
of the case for additional SCSI 
devices 

30 Megabyte $ 1,095 
50 Megabyte $1,239 
80 Megabyte $ 1,999 (Save SS) 

User group discounts available 
Made in Australia! 


3.5” 

Diskettes 

$23 pack of 10 


Jump Disk 

The original Amiga 
disk magazine 

$19.50 


TOP QUALITY 
Unbeatable Price! 
2400 Baud Modem 
Only $325 

Fully Hayes Compatible/CCITT/BELL 
Auto Answer/Auto Dial/Tone, Pulse 
12 Month Warranty 

Not Tdecora Approved 


Made in Australia! 
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and the Alien 
Mindbenders 



by Ted Beck 




0 KNOW A guy called Luke Rede- 
kis. It's kind of the same. All 
these Lithuanian names bestowed 
upon an infant at the time of his plane¬ 
tary arrival. I cannot fathom why any 
mother would even possibly conceive the 
idea to bestow such a theme upon her 
kid. What is "Zak"? It sounds like some¬ 
thing they breed up at the Dubbo West¬ 
ern Plains Zoo - a cross between a zebra 
and a yak. 

Anyway, the Zak McKracken we have 
here is a tabloid reporter on the case of 
the Alien Mindbenders. There are all 
sorts of weird and wonderful characters in 
the game and you will be quite interested 
to meet any one of them, in fact, all of 
them. 

The lead: From McKracken's newspa¬ 
per the National Inquisitor of March 29, 
1989. The headline, "Worldwide Stupidi¬ 
ty Epidemic Linked To Space Aliens in 
Phone Company." This report was 
lodged in San Francisco. 

Somehow, a mysterious force ema¬ 
nating from phone lines apparently has 
the power to turn people's brains to 
mush. I really do not know how this can 
cause so much fuss and make it to the 
papers, television has been doing the 



same thing for years! Now, computers 
are doing it to you in the form of video 
games! Arrgghhhh! 

Large scale lobotomies happening be¬ 
tween your earholes and Zak McKracken 
is the dude with a microphone and a note¬ 
pad who is sent out to cover the trash 
story! And the worst part about it is that 
we have to follow it with him - or do 
we? Only if you want to. And apparent¬ 
ly, my job is to tell you if you want to. 
I, and even Farrell, says you just may 
want to do that. Oh, yeah. 

Because, Zak McKracken is one of 
the best word command games around, 
actually, that we have ever seen. Is that 
some heavy sweat to lay on you or what? 

Let us see how. 

The thing we have to remember here 
is that old Zak McKracken is not exactly 
a reporter of the highest calibre that is 
known to modern journalism. They em¬ 
ploy low-grade rag writers of the most 
abominable kind - sort of like the maga¬ 
zine you are now reading. Present compa¬ 
ny excluded, of course. Zac works for a 
company and a newspaper that covers the 
more sensational hot items that are con¬ 
jured up from the fermented fantasies of 
the feeble and the fretted fraternity. 

This is America. They love this kind 
of stuff, and we, as the historic players 
some eight years back, are wallowing in 
the electronic trash McKracken is em¬ 
ployed to research. Things like two head¬ 
ed squirrels and Alien Mindbenders. 

We open to the scene in the office. 
And what is really unusual is that the 
game, presented on a double sided disk, 
takes up the whole first side just to intro¬ 
duce the characters and story plot to us. 
McKracken getting hassled by his editor, 
McKracken in his bedroom having bad 
dreams about the myriad twisted and de¬ 
bauched series he has been forced to cover 
during the length of his career. 


On top of your screen are message 
lines. Here you monitor every word 
spoken by all the characters in the game 
and game related messages that are condu¬ 
cive to successfully accomplishing the 
game in its entirety. 

Below this is the animation window, 
which is the largest part of the screen and 
where all the action takes place. We are 
presented with a "camera eye" view of the 
proceedings, inside rooms, on the street 
and so forth. For the Commodore, the 
graphics in Zak McKracken and the Alien 
Mindbenders have presented nothing ex¬ 
traordinary. But the format, the theme, 
the novel presentation of the animated ad¬ 
venture is certainly worthy of acclaim. 

Your attention is drawn to the "view¬ 
finder" type pointer. This is an extremely 
agile and manipulative indicator that you 
can zip around the screen and "land" on 
objects, people, things, word commands, 
everything. They will instantly become 
highlighted and activate themselves ac¬ 
cording to your instructions. Good effect. 

The Sentence line directly below the 
animation window is used to construct 
sentences that tell the characters what to 
do. The sentence consists of a verb and 
one or two nouns or objects. An example 
of this kind of a sentence may be "walk 
to Golden Bridge." But Zak is going to 
come back to you saying "I think that is 
a little too far", so you may have to get 
on back down to Fourteenth Street and 
take a SFO 52 bus to the Bay for just 
such a journey. Connecting words like 
"on" or "with" will be automatically in¬ 
serted by the program. 

Verbs must be selected from the 
words in the columns below the sentence 
line. All the verbs shown can be used. At 
first, it may take you a little bit of time 
to exercise your limited control in this 
region. Always, it has been the case that 
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in word command adventures the urge to 
instruct the computer to "skip the locked 
door and parachute out the window to the 
street" is much better than aggravatingly 
slow, methodical procedures, play by 
play every square foot of the way. 

However, new verbs do appear in the 
base columns as the game progresses 
which is quite a beneficial feature. There 
are times when writing on a wall and 
buying a cheap haircut just will not be 
conducted with "open and see" phraseolo¬ 
gy. 

Keep a close eye on all your invento¬ 
ry below the verbs. Each character you 
control has his or her stock and supply. 
At the beginning of the game Zak starts 
with only one object. When a character 
picks up or is given an object during the 
game's play, the object's name is added to 
the character’s inventory. There is no 
limit to the number of objects a character 


can carry. Actually, it is advisable that 
you take all you can get along the way 
because you never know when certain 
things may come in handy. This is kind 
of like a woman's purse - they just have 
that intuition that somewhere along the 
line, some day, somehow - they are go¬ 
ing to find a need for that machete and a 
room temperature bottle of Turtle Wax. 

When scrolling around the game, you 
have the ability to walk both left and 
right as long as the particular phase of 
the game you are in allows for it. You 
cannot walk forward as in off the screen 
into your lap, and walking back inside 
opens you up to another frame only if it 
is within the location you have wandered 
to. 

Included in the game, something that 
is becoming quite common of late, is ad¬ 
ditional documentation. There is a sim¬ 
ple, cheap white newspaper inside the 


box, with green ink and tacky illustra¬ 
tions. But this is where you are going to 
find a lot of clues to solving the mystery 
of the mindbending escapades of the alien 
freakazoids. Additionally, the booklet of 
instructions provides some helpful hints 
to get you into proper gear and provide 
you with a suitably fine amount of work¬ 
ing knowledge. 

The music and the graphics as noted 
by the observation of a whole half side of 
a five and a quarter being taken up just to 
introduce the game is ample evidence of 
the good work that has gone into making 
the "accessories" part of the package a 
welcomed contribution. ■ 

— 

Review copy from OziSoft (02) 

211 1266 RRP Amiga $61.95 
C64 disk $35.95 


C64/128 & Amiga Progam Disks at JUST $5.00 EACH! ☆☆☆☆☆ 
Commodore & Amiga Software Club 

At last a Software Club that caters specifically for the Commodore user with thousands of excellent quality Public Domain & 
Shareware programs for both the C64/128 and Amiga. Your membership fee of just $50.00 per year will make available to you 
a vast array of great programs from GAMES to EDUCATIONAL to UTILITIES to GRAPHICS & SOUND to BUSINESS to 
COMMUNICATIONS and everything in between, and the list is growing continually! At just $5.00 per disk you would say that 
was a pretty good deal, right? Well read on ... 

YOU BENEFIT 8 FANTASTIC WAYS! 

1. Free and automatic membership to the exclusive Island Bulletin Board system. (03) 742 3993 

2. Catalog Disk listing all currently available progams. 

3. Magazine on a disk keeping you up to date with news and views from the world of Commodore. 

4. Hardware & Software specials at super special prices to Club Members! 

5. Access to the ISLAND Database on Viatel if you have Viatel membership. (Node 66697) 

6. All orders are GUARANTEED to be shipped within 48 business hours. 

7. Your exclusive Island Software Club Membership Card. 

8. Exclusive membership to the most progressive Software Club around! 

Why not join in this most exciting venture right now?! Just fill in and send the order form below using our FREEPOST 
address, and we'll have your membership in the post to you. If you require further information, then write to me personally, 
Ross Skinner, at the same address or call on (03) 741 9981. We'll be waiting to hear from you! 



ISLAND SOFTWARE CLUB MEMBERSHIP 

send to: Island Software Club 
FREEPOST 49 
P.O. Box 381 
Werribee VIC 3030 


Yes, please enroll me right away for my 12 month membership at just $50.00 
Name:_ 

No & Street_City/Town:_ 

State:_Post Code:_ 

Phone: (_)_Computer: C64QC128(_) Amiga(_) 

Payment Type: Bankcard (_) Mastercard (_) Visa (_) Amex (_) 

Diners (_) Cheque (J M/Order (_) 

Card# uuuuuuuuuuuuuuuu 

Expiry Date: / / Todays Date: / / 

Card Holders Signature:__ 

Cheques & Money Orders should be made payable to: ISLAND BY MAIL. 
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MAILORDER 

Front 13 Gibbes Street, 

East Chatswood, NSW 2067 

Phone 417 7395 

TOLL FREE (008) 25 2130 


Call to check latest prices 


AMIGA HARDWARE 



\/AMKA 500 

* 799 °° 

A500/1000 Hard Drives 

20 meg s 999 

30 meg s 1099 
40 meg $ 1299 


Actionware light phaser gun S69 95 

Amiga 500 Pack, includes Amiga 500, Textcraft 
+ Word Processor $899 

Megapack, A500 1 meg ram textcraft S1199 

Megapack + stereo.$1399 

Stereo, T/table dual cass, tuner $299 

Amiga 500 / 2 megabyte RAM $299 

10845 Monitor, full colour, stereo sound.$599 

Philips Stereo Monitor (2 year warr) S599 

Amiga Modulator, connect A500 to TV $59.95 

Pocket Modem, connects to A500 for 300,1200/75 
and 1200 communication S349 

1010 Disk Drive, second drive for A500 and A1000 $249 

California Access CA880 Disk Drive.$279 

Perfect Sound II for A500/A2000 sound digitising.$259 95 

Perfect Sound for A1000 .$199.95 

Time Saver Keyboard Macros for A1000 $149.95 

Audio Digitiser $99 00 


2000 





*2999 

HARD DRIVES 

20 meg + Controller $1099 
42 meg + Controller $1499 
84 meg + Controller $1995 

SCSI Interlace, included 
DMA. voice coil 


Accelerator processor, increase Amiga to 16 MHz S399 

Amiga 2000 Call 

Amiga 2000 Pack $4995 

Amiga 2000 with colour monitor Call 

A2000 PC-XT Emulation (bridgeboard) with 512K RAM. 

5/ 4 * Drive + MSD0S S999 

A+ Bridgeboard me 1 meg SI 995 

A2000 Hard Drive Controller $399 

A2000 8 Meg Board with 2 Meg installed SI299 

A2000 Internal 3 5" Drive S299 

PC Hard Card 33 Meg H/D + Controller S799 

Flicker Fix Card Flicker Free Hi Res Card S995 

Genlock, A8802 from Rendale S899 

Quinto professional gemlock $2995 

Midi Interlace A2000/A500 $149 95 

Digiview Gold Software + Filter S399 00 

Digiview Gold with AWA Camera + lens S999 

Trump card SCSI H/D controller $399 

Hard drive 40 meg inc controller SI399 

Perfect Vision, video frame grabber $599 

Easyf Graphics Tablet A2000 S799 


ATARI ST 


C64 Datasette.$59 95 

1802 Monitor S399 

Family Pack (C64, 5 programs, 1 joystick).$299 

Propak C64 + 1541, Geos + Games.$599 

128D, with built in disk drive.$599 

1351 Mouse for 64/128.$89.95 

Magic Mouse.S59.95 

Netcomm 64/128 Modem 1200/75 and 300 baud 

communications.$229 

Xetec Interfaces CBM serial to centronics; Junior.$129 

Senior, with 8K buffer.$199 

Gold, with 32K buffer .$279 

64 Power Supply $49 95 

Freeze Machine back up cartridge.$129.95 

Final Cartridge III $139 95 

COMMODORE PC’s_ 

PC 10 Series III. single drive. $1399 

PC 10 Series III + 33 M H/D.$1995 

PC Colt, dual drive. 640K RAM $1199 

TTL areen hi-res Monitor $199 

1084S Colour Monitor .$599 

Thomson Autoscan hi-res rolour $1199 

Thomson EGA hi-res card.$399 

Joystick cards for PC.$44.95 

Joystick for PC.from $49.95 

Witty Mouse.$89.95 

DMS Mouse Kit, with mat + software $149 95 

JT Fax, turns your PC into send and receive fax machine $899 
Handi Scanner, copies pictures onto your PC screen $499 


A ATARI PC 

★ 640K RAM 

★ 8MHz Clock 

★ EGA, CGA, Mono 

★ 33 meg H/disk 

★ Mouse + Paint 

★ Heaps of software 

★ MS DOS + GEM 

(Monitor Extra) 


EPSON PCe C'CAIW 

20 meg H/D 

640KRAM SOQQQ 
MGA +monitor 4099 
free Epson LX800 

3-5• DISK $ 19.95 

PRINTERS_ 

Commodore 



*1995 


Advantage Pack. 1st word W/T Neo-chrome + 5 games $99 
520ST FM Computer with 512K $699 

1U4USI FM Computer with 1 Meg HAM S899 

Mega ST2 Computer with 2 Meg RAM S2495 

Mega ST* Computer with 4 Meg RAM $3495 

Mega File 20 Hard Drive SI295 

Mono Monitor SMI24 S399 

Colour Monitor SCI 224 S649 

SF Disk Drive $449 


MPS 1250 for 64/128 and centronics S399 

MCS 810 colour for 64/128 $449 

MCS 820 colour for Amiga $449 

MPS 1280. 15" width. 9 pin S749 

MPS 2020 fast 10" width - colour S999 

LP806 Laser $3699 


Epson 



AATARI 

520 ST 

*699 

(Monitor extra) 


COMMODORE 64/128. 


LX800 - text and graphics $449 

LQ500 budget 24 pin quality S699 

EX800 superlast 9 pin. colour option $999 

LQ850 fast 24 pin S1199 

FX1050 fast 15" 9 pin S1199 

EX 1000 super fast 15" colour option SI 299 

LQ1050 fast 15" 24 pin SI 499 

LQ2500 top of the line 24 pin 15 with colour option $1995 
GQ3500 laser S3195 

Colour options for EX800/1000 oi LQ2500 SI 39 95 

Epson serial port cards from S79 95 


Star 


Commodore C64C. 

$249 

1541C Disk Drive 

$349 

Compatible Drive 

S299 


NX1000 9 pin - Multiple Fonts S499 00 

NX1000CL 9 pin colour $599 00 

NX24-10 24 pin quality S749 00 


Ribbons 


Epson GX, LX80, LX86. $14 95 

LX800, FX800. FX850, FX800. $17 95 

LQ500, LQ800, LQ850 .$19.95 

LQ1000, LQ1050 . $29 95 

EX800/1000 black. S24 95 

EX800/1000 .$34.95 

Commodore 801. 802, 803,1101,1200,1250.$14.95 

Star etc., NX1000 black.$14.95 

NX1000 colour $29 95 

NX24.$19 95 

Citizen 120D $19.95 

Olympia NP30 . $14 95 

PERIPHERALS_ 

BitBlitzer modem. 1200. 300, RS232C, Auto.$399 

Citizen 120D printer for 64/128.$399 

Olympia NP30 printer for 64/128.$399 

Citizen 120D centronics oi 64/128 interface.$89.95 

Cl 6/plus 4 joystick $19 95 

Wico 3 way joystick.S74 95 

Wico Bat Handle joystick.$59 95 

Wico Redball joystick.$59.95 

Wico Trackball.$39.95 

Tac 2 joystick.$49 95 

Quickshot II joystick.$24.95 

Quickshot II Turbo joystick.$49 95 

Cruiser joystick $49 95 

Quickshot 113 (F»C) joystick $49 95 

Netcomm Pocket Modem A500.$349 

Avtek 2400 baud, 1200. 800 etc.$499 

Avtek Mega Modem 123E 300,1200,1200/75.S499 

RS232C cables, IBM and Amiga.$39.95 

Centronics cables. IBM and Amiga.$39.95 

CBM serial cables 64/128 . $19 95 

C64/128 TV cable.$14.95 

Star Cursor joystick (3 yr warranty) $49 95 


ACTIONWARE 



Seagate 33 M H/D and Controller $599 

Hardcard 33M lor IBM $799 

Monitor Stand, tilt and swivel $39 95 

Printer Stand with paper tamer $39 95 

Computer Desk 1200. black, grey, beige $199 00 

Computer Desk 1300. black, grey, beige S279 00 

Computer Desk 795. black, grey, beige $149 00 

Mouse Mats (big) $19 95 

Acco Computer Desk $199 00 


BOOKS 


Amiga Intuition Ref Manual 

S49 95 

Amiga ROM Kemal Ref Manual 

S89 95 

Amiga ROM Kemal Exec Ref Manual 

$49 95 

Amiga Hardware Ref Manual 

$49 95 

Computer Animation 

$49 95 

Mastering Amiga Dos 

S39 95 

Inside Amiga Graphics 

$39 95 

C64 Programmers Ref Guide 

$44 95 

Cl 28 Programmers Ref Guide 

$59 95 

Jumpdisk - Magazine on Disk 

SI9 95 

Megadisk - Magazine on Disk 

$19 95 

Kings Quest i. II. Ill Hint Books 

.$19.95 ea. 

Leisure Suit Larry Hint Book 

$1995 

Space Quest Hint Book 

SI9 95 

Bard's Tale 1. II. Ill Hint Books 

$29 95 ea 

STATIONERY 


5'/ 4 " (10) Disks Memorex 

$14 95 

5’//' No Frills (10) 

$9 95 

3’/ 2 " Memorex (10) 

$29 95 

No Frills 3% (10) 

$19 95 

5'/ 4 " Disk Storage Box (100) 

$24 95 

3’/ 2 " Disk Storage Box (40) 

$19 95 

3’/ 2 " Disk Storage Box (80) 

$24 95 

Rediform A4 900 sheet carry pack 

$39 95 

Rediform Quarto 900 sheet carry pack 

$44 95 





























































































































































microcomputer Spot 

Phone: 417 7395. Front 13 Gibbes Street, East Chatswood, NSW 2067 
TOLL FREE (006) 25 2130 

MAILORDER 

AGC CREDIT LINE NOW AVAILABLE 



AMIGA SOFTWARE 


4th & Inches 

Gridiron Sim 

S54 95 

Gomf & Hardware 

Latest Gomf version includes button 

SI 34 95 

4th & Inches Team Const 

Make your own 

S39 95 

Gone Fishm 

Hook a bass trout 

S64 95 

AC Basic 

Basic Compiler 

$419 95 

GPTerm 

Comm's with Viatel 

$104 95 

Action Service 

Shoot em up 

$54'95 

Grid Stan 

Fantastic formula 1 racing 

S39 95 

Advanced Midi sampler 

Latest midi 1 

$24ayp 

Hardball 

Baseball arcade 

$69 95 

Aegis Draw 2O0G 

DAD package 

$4T995 

Hoiiywood Poker 

Strip your computer 

$29 95 

Amiga Basic in & uut Disk 

a must tor tnose reading tne oook 

$2yyb 

Home Builders Cad 

Drawing package for home design 

$349 95 

Amiga C for Beginners Disk Time saving dsk to match book fr Abacus$29 95 

Hostages 

iry your skill as a marKsman/commanao $/4 y$ 

Amiga Disk Drives In/Out D Helpful dsk save time suits Abacus book $29 95 

Hunt for Red October 

Submarine strategic warfare 

$54 95 

Amiga Enhancer Pack 

13 DOS 

S34 95 

Hybns 

New shoot 'em up 

$74 95 

Amiga Talk 

Viatel package (for modems) 

$109 95 

Ikari Warrior 

Combat 

$54 95 

Amiga Term 

Cheap comm's 

S29 95 

Impossible Mission 2 

Classic platform game 

$54 95 

Animate 3D 

Ray-traced animator 

$284 95 

Instant Music 

Real time music |ammin' 

$54 95 

Arexx 

Programming language 

$89 95 

Intellitype 

Typing tutor . 

$54 95 

Arkanoid 

The classic breakout game 

S84 95 

Interchange 

Share sculpt 3D 

SI 04 95 

Assempro 

Ultimate programmers language 

$189 95 

Into Eagles Nest 

Arcade warfare 

$59 95 

Audio Master 2 

Improved Sampler 

SI 64 95 

Intro CAD 

Super high quality printouts! 

SI 44 95 

B E S I Accounting 

Full accounting 

S5by y$ 

Intro CAD pans 

CAD bits and pieces . 

S54 95 

BEST Accounting Mini 

Cut down version 

S339 95 

Jump Jet 

Hamer jet simulator . 

$39 95 

Balance of Power . 

Political world strategy 

$79 95 

Jumpdisk 

Mag on a disk 

$1995 

Bards Tale 

Animated adventure 

$54 95 

Kampfgruppe 

Strategic tank warfare . 

$74 95 

Bards Tale 2 

Continued 

S54 95 

Kid Talk 

Quality educational software 

$54 95 

Battle Chess 

3D animated chess . 

$74 95 

Kind'Words 

Quality wordpro/supports fonts 

SI 69 95 

Battleships 

Classic peg board game 

$29 95 

Kinderama 

Educational preschool age 

$84 95 

Becker Text 

Graphic wordprocessor 

$29995 

King of Chicago 

Cinemaware classic 

$84 95 

Bermuda Project 

JU adventure game 

s>/4 yb 

Kings Uuest i 

I ne start ot a classic 

554 95 

Beyond Ice Palace 

Ghosts & Goblins 

$54 95 

Kings Quest 2 

The quest continues 

S54 95 

Bionic Commandos 

Action'" 

S74 95 

Kings Quest 3 

And still. 

$54 95 

Black Cauldron 

Walt Disney 3D adventure game 

S54.95 

Lancelot 

A hard adventure from level 9 

$59 95 

Black Jack Academy 

Professional card game 

$44 95 

Laserscript 

Laser driver for Pagesetter. 

$79 95 

Bone Cruncher. 

Arcade maze action 

$49 95 

Lattice C Compiler 

The#1 C' compiler 

$374 95 

Bubble Bobble 

Arcade classic?? 

$44 95 

Lattice C Development V5 

Latest from Lattice inc. app 300 libs 

$539 95 

California Games 

Wish there could all be California Games $74 95 

Leatherneck 

Commando for Amiga 

S74.95 

Capone 

Great light gun shoot m up 

S4995 

Legend of Sword 

Graphic adventure . 

S54 95 

Captain BlOod' 

Animated'space adventure 

$79 95 

Leisure Suit Larry 

Adults only graphic adventure 

$64 95 

carrier command 

Ihe ultimate 3D simulation! 

S74 95 

Lights Camera Action 

Animation and Graphics 

SI 44 95 

Challenger 

Space action dodgem game 

S29 95 

Lombard'Rally 

Car rally racing 

$65 95 

Chessmaster 2000 

Best quality 3D chess ever 

S54 95 

Lost worms 

Baroarian/lerropoas 

$04 yb 

Chicken Little 

Leam to read educational 

$44 95 

Macro Assembler 

Programmer's tool 

$254 95 

Corruption 

New magnetic scrolls adventure 

S69 95 

Marble Madness 

Arcade quality game!!! 

$64 95 

Crash Garret 

Unique 3D adventure 

S74 95 

Mastedype 

Typing tutor game 

$79 95 

Crazy Cars. 

3D street racing fame, 4 cars 

$54 95 

Math Talk 

Quality educational software. 

$54 95 

Critics Choice 

Kind words, maxiplan. MT filter 

$4T9 95 

Math Wizard 

Maths fun. 

$84 95 

Dailey inompsons u c 

1U sports games 

5>/4 yq 

Mavis Beacon Teaches Typ #1 typing tutor 

$84 95 

Dark Castle 

Animated adventure 

$64 95 

Maxiplan 500 

Professional spreadsheet 

$279 95 

Data Retrieve 

Quality data base system 

$179 95 

Maxiplan Plus 

Top spreadsheet 

$334 95 

Data Retrieve Professional 

Now programmable 

$359 95 

Mean 18 

Golf and construction 

$54 95 

Decimal Dungeon 

Educational junior high 5th 

$54 95 

Mega Dos 

All the info on 1 3 on a disk 

$19 95 

Defcon 5 

SDI simulator 

$74 95 

Menace 

More latest shoot 'em ups 

S/495 

Defender of Crown 

Classic old England 

$79 95 

Modular 2 

The language 

S259 95 

Deluxe Music Construe Set Composition editor 

$59 95 

Mortville Manor 

Boring adventure 

$59 95 

Deluxe Paint 2 

Top art package 

S244 95 

Murder on Atlantic 

Oh hum 

S74.95 

Deluxe Paint Art & Utility 

Extra for D Paint 

$44 95 

Music Studio 

Music maker with midi control 

S79 95 

Deluxe Paint Help. 

Great tutoring package 

$69 95 

Nebuius 

Fast action 

S54 95 

Deluxe Photo Lab 

Ham image processing 

$244 95 

Netherworld 

Great graphics 

$54 95 

Deluxe Print 2 

Posters and banners 

SI 89 95 

Nimbus 

Small business accounting pack 

$269 95 

Deluxe Print Art Disk 2 

More art pieces D Print 

S54 95 

Ninja Mission 

Kung fu arcade action . 

$29 95 

Deluxe Productions 

Professional video graphics 

$244 95 

Off Shore Warrior 

Boat blasting!!!. 

$64 95 

Deluxe Video 

Design and run video productions 

$189 95 

Operation Clean Street 

Action arcade 

$64 95 

Demolition 

Great new arcade shoot 'em up! 

$29 95 

Operation Wolf 

Out of the arcade, into your room, action S64 95 

Devpac 

Latest compiler for assem 

ST4995 

uutrun 

Car action classic 

$64 95 

Uigi Paint 

Protessional HAM paintbox' 

SI 34 9b 

POW 

Great with a gun 

$49 95 

Digiview Gold' 

Latest to the range of Newtek digi packsS389 95 

Pacmama 

Not space invaders 

S54 95 

uirector. 

Ultimate scriptbased controller 

SI 29 95 

Page Flipper Pius 

Great for animations of'IFFfiles 

S269 95 

Discovery Maths 

Maths action game 

S59 95 

Page Setter 

Desk top publishing package 

$169 95 

Discovery Spelling 

Spelling game arcade 

S59 95 

Passengers Wind 

More baked beans 

S79 95 

Disk Mechanic . 

Speed up your disks 

$169 95 

Perfect Sound A500 

Audio digitizing 

$169 95 

Distant Armies 

History ofehess pieces/games 

$69-95 

Pnaianx 

ureat new arcade shoot em up! 

$2995 

UouDie Dragon. 

ine arcade nit. 

Soy ab 

Phalanx 2 

Wiz bang follow-on. 

S29 95 

Dr TK'eyboard'Control'Seq 

For the music production people 

S41-4-95 

Phantasie 

D & D role playing game 

$74 95 

Ur i Midi Becoming 

Voesi mioi sequericei 

ViuA.yb 

Phantasie 3 

The wrath of Nikademus 

$54 95 

Dungeon Master 

D & D for Amiga 

S64 95 

Phaser 

Home accounts. 

$134 95 

Electronic Cash Book 

Accounts 

S209 95 

Photon Paint 

Superb graphics editing pack 

$134 95 

Pile 

A must have for any collec . fll/strat 

$49 95 

Vnoton vmeo uen 

New animation tool 

$249 95 

Emerald Mine 2 

It just gets better and better 

$59 95 

Pink Panther 

Arcade game of the famous guy 1 

$59 95 

Empire 

Superb strategy 

$54 95 

Pioneer Plague 

4096 colour blast . 

$69 95 

Empire Strikes Back 

Follow up to Star Wars 

S54 95 

Pixmate 

Professional graphic editor 

SI 29 95 

Excellence 

Scribble III? Top word pro 

$519 95 

Platoon 

Army shoot ’em up 

$74 95 

Explorer 

Machine code editor monitor 

$149 95 

Power Styx 

The arcade game Styx . 

$49 95 

FI 6 Falcon 

Brilliant flight sim 16 missions 

$79 95 

President is Missing 

Adventure game 

S69.95 

FA18 Interceptor 

Amiga s No 1 program 

$49 yb 

Printmaster 

Banners and posters 

S74 95 

FACC2 

Floppy cache system 

$69 95 

Printmaster fonts & borders Art for Printmaster 

S59 95 

Faery Tale 

Animated fantasy 

$69 95 

Printmaster Plus 

Design and print signs, cards, etc 

S89 95 

Fantavision 

Animate your an 

S114 95 

Pro Sound Designer 

Audio editor 

S224 95 

Fernandez Must Die 

Action war strategy 

S74 95 

Pro Video 

Video effects 

$449 95 

Ferrari Formula 1 

Action action action 

S54 95 

Pro Video Plus 

Top video editor 

$594 95 

Final Mission 

Arcade action game 

$64 95 

protessional Page 

Best desk top publisher 

$674 95 

Fine Print. 

Improve your printer output 

$74 95 

Prowrite 

Wordpro with colour and graphics 

$229 95 

Fire Brigade 

Latest for the strategy buffs 

$59 95 

Pub Pool 

8 ball pool 

$29 95 

First snapes 

best young eaucation seen 1 

$04 90 

Publisher Plus 

Desk top publishing package 

SI 89 95 

Fleet Check 

Real time spell checker 

S59 95 

Quarterback 

Hard drive back up tool 

$129 95 

Flight Simulator 2 

Classic instrument flying 

$114 95 

Questron 2 

Role playing 

$54 95 

Flintstones 

Great arcade fun 

S84 95 

Raw Copy 

Powerful copiei 

$149 95 

Flippit 

Rubik's cube 

$39 95 

Bead and Hhyme 

Educational 5 to 10 yr olds 

$84 95 

Flipside 

Turn that spreadsheet sideways 

$64 95 

Read a Rama 

Reading program 

S84 95 

Football Manager 2 

Soccer strategy 

$49 95 

Return of Jedi 

More from Star Wars 

S54 95 

Forms in Flight 2 

3D modelling 

$199 95 

Return to Atlantis 

Underwater strategic game 

S64 95 

Fortran 77 

Programming language 

$214 95 

Return to Genesis 

High speed shoot em up game 

S59.95 

Fraction Action 

Educational 5th grade & up 

$84 95 

Road Wars 

Arcade action 

$54 95 

Future Tank 

3D arcade tank action 

S39 95 

Roadwar 2000 

New strategic game from SSI 

S74 95 

Galileo 

Astronomical planetarium 

SI 24 95 

Rocket Ranger 

Cmemawane classic 

STB 95 

Garrison 2 

Gauntlet style 

$84 95 

Rockford 

The Boulderdash classic game 

529 95 

Gnome Ranger 

Graphic adventure game 

S39 95 

Rolling Thunder 

Action platform game 

$84 95 

Gold Spell 

80.000 word spelling checker 

$54 95 

SDI 

Outer space animation 

S84 95 


Sargon Chess 3 

Can beat Chessmaster 7 out of 9 

$104 95 

Scribble 

Quality WP 

S54 95 

Sculpt 3D 

Professional rendering pack 

S209 95 

Sex Vixens trom space 

a not little numDer 

5b4 y5 

Shakespeare 

Colour desk top publishing 

$389 95 

Sidewinder 

My favourite space shoot 'em up 

S34.95 

Silent Service . 

Fantastic 3D submarine sim 

$59 95 

Silicon Dreams 

3 space adventures inc graphics 

$59 95 

Sinbad & Throne of Falcon 

Action adventure 

$79 95 

Sky Blaster 

Lousy shoot 'em up 

$74 95 

Sky Chase 

Fly paper planes 

$59 95 

Sky Fighter 

Shoot 'em up . 

$39 95 

Skyfox 

Shoot 'em up 

$29 95 

Skyfox 2 

Shoot'em down again' 

$54 95 

Softwood File 

Database system 

$179 95 

Solitaire Royale 

Cards for Amiga 

S69 95 

Somx 

Music editor 

$169 95 

Space Battle 

Great arcade shoot 'em up 1 

$29 95 

Space Quest 

3D arcade styled adventure 

$79 95 

Space Ranger 

Nice arcade space game'. 

$29 95 

Space Station 

Future adventure 

$29 95 

Speedball 

Xenon lookalike 

$74 95 

Spellbound 

Quality educational spelling 

$74 95 

Star Wars . 

Arcade game of the movie 

$54 95 

Starglider . 

Space arcade action. 

$69 95 

Starglider 2 

Similar to Elite 

S7495 

Stargoose 

Great scrolling 

$49 95 

Street Fighter 

Arcade thuggery 

$74 95 

Street Gang 

Street warfare 

$49 95 

Strike Force Harrier 

Just a F16'. 

$74 95 

Strip Poker 2 

Prettier girls 

$3995 

Sub Battle Simulator 

Submarine simulator 

$59 95 

Summer Olympiad. 

Bunch of sports games 

$59 95 

Super 6 

6 pack of Anco games 

$59 95 

Superbase Personal 

Filing system 

$134 95 

Superbase Personal ? 

New improved version 

S209 95 

Superbase Protessional 

Fully programmable version 

S524 95 

Superbase Prof Upgrde 

Now includes multi-line trans V3 01 

$89 95 

Superman 

Cartoon animated action 

$69 95 

Superplan 

Spreadsheet for Superbase. 

.$209.95 

Swooper 

Quality arcade space game 

$39 95 

Sword of Sodan 

4 disks of pure violence 

$74 95 

Telegame. 

Modem games . 

$74 95 

Terramex. 

Arcade adventure 

$39 95 

Test Drive 

Great new car driving game. 

$59.95 

Tetra Quest . 

Mindblowing shoot 'em up . 

$74 95 

Tetris 

The first Soviet arcade 

$49 95 

Tfextpro 

Another WP 

S119 95 

lhexder 

Sierras latest adventure 

$54 ys 

Three Stooges . 

Another Cinemaware classic 

S94.95 

ThunderBlade 

Helicopter shoot 'em up 

$64 95 

Thunder Boy . 

Off the arcade. 

$64 95 

Time & Magic 

3 level 9 adventure games 

$59.95 

True Basic 

Programming language 

$254 95 

Turbo Cup + Car 

Drive a Porsche 

$79 95 

lurDo irax 

Computerized slot car racing 

$74 95 

TV Show 

Video text display 

$194 95 

TV Sports Football' 

Ehjoy Gridiron ^ get this 

$79 95 

TV Text 

Character generator software 

$194 95 

UCSD Pascal 

The industry standard 

$194 95 

Ultima 3 

Better than 2 . 

$109 95 

Ultima 4 

Even better than 3 

$59 95 

UMS 

Battle sim Battle of Waterloo inc 

$59 95 

UMS Scenario Disk 

More battles for UMS 

$39 95 

Vader 

Pathetic arcade 

$24 95 

Vampire's Empire 

Blood-thirsty arcade 

S74 95 

Veteran 

For the mature Rambos 

$44 95 

Video Scape 3D 

3D animation pack 

$354 95 

vrdeoscape 3D Design Disk 

3D arts/parts disk, saves a lot of time 

$64 95 

Video Titler 

Titler for videos?. 

$259 95 

VIP Professional 

Lotus 1-2-3 type package 

$324 95 

Vizawnte 

Desktop wordpro'with fonts 

$21995 

Volleyball Simulator 

Table tennis 

S54 95 

War m Middle Earth 

Animated Tolkem graphic adventure 

S69 95 

War zone 

More action in space 

S29 95 

Way of Little Dragon 

Kung-fu action . 

$74 95 

Wayne Gretzky Hockey 

Brilliant" Hours and hours 

$69 95 

Whirligig . 

Space blowing action 

$44 95 

Who Framed Roger Rabbit 

Arcade action from the movie 

$64 95 

Willow 

The adventure comes to the computer 

$59 95 

Winners 

Leader Board/Test Drive/ 3 on a disk 

$54 95 

Winter Games 

Winter sports simulation 

S59 95 

Winter Olympiad 88 

Winter sports 

$74 95 

Wizard Warz 

Arcade action 

$74.95 

Word Master 

Spelling game for kids 

$84 95 

Word Perfect 

The ultimate word processor 

$299 95 

Works 

Scribble/analyse/organise 

S379.95 

World Class Leader Board 

#1 Golf Game. 

$39 95 

World Tour Golf 

Equal #1 Golf Game 

$54 95 

X Cad Designer 

Latest to the Cad range 

$439 95 

Zak McKracken 

New adventure from Lucasfilms 

$69 95 

zoom 

Packman arcade 

$74 95 

Zynaps 

Space shoot em up . 

$74 95 
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C64/128 SOFTWARE 

Can. Disk 


microcomputer Spot 

Phone 417 7395 Front 13 Gibbes Street, East Chatswood. NSW 2067 
TOLL FREE (008) 25 2130 

MAIL ORDER 

AGC CREDIT LINE NOW AVAILABLE 


Csss. Disk 


Csss. Disk 



Csss. Disk 


4th and Inches (S) 

S9 95 

10 Game Super Pac (AA) 

$19 95 

10 Great Games 2 (AA) 

$19 95 $19.95 

10 Great Games 3 (AA) 

$39 95 $39 95 

19 (SI). 

S29 95 $39 95 

720 Degrees (S) 

$29 95 S39 95 

Aerojet (SI). 

$39 95 $39 95 

Adult Poker (SI) 

$29.95 

Advanced Music Sy (H) 

.$109 95 

Afterburner (AA) 

$29 95 $39 95 

Airborne Ranger (SI) 

$49 95 $59 95 

All Star (AA) 

$39.95 

Americas Cup Chal (U) 

$9.95 $29.95 

Annals of Rome (SI) 

$39 95 $39.95 

Arcade Force Four (AA). 

$39 95 $54.95 

Arkanoic (AA). 

.$29 95 $39 95 

Army Moves (SI). 

$29 95 $34.95 

Around World 80 D (ED) 

$29 95 $39.95 

Artie Fox (U). 

$39 95 

Award Ware (BU) 

S39 95 

B-24 Command (SI) 

$64.95 

Barbarian (AA) 

$39.95 

Barbanan 2 Palace (AA) 

$39 95 

Bards Tale (AD) 

$29 95 $39 95 

Bards Tale 2 (AD) 

$39 95 

Bards Tale 3 (AD) 

$39 95 

Batman Caped Crus (ST) 

$29 95 S39 95 

Battle for Norman (SI) 

.$74 95 

Battle Front (SI) 

$54.95 

Battle of Britain (SI). 

$29 95 

Beyond Ice Palace (AA) 

S29 95 $39 95 

Bionic Commandos (AA). 

S29 95 $39 95 

Bismark (SI). 

. $39.95 

Blitz 128 (U). 

$54.95 

Blitzkrieg (SI). 

.$29 95 $39.95 

BMX Simulator (U). 

.$9.95 $14.95 

Boulder Dash Cons (AA) 

$34 95 $34.95 

Breakthrough (AA) 

$29 95 $34 95 

Bubble Ghost (AA) 

.$39 95 

Bugblitz (AA) 

$29 95 $39 95 

Build a Book (ED) 

.$39 95 

Calendars & Stati (BU) 

.S24 95 

California Games (S) 

S24 95 $34 95 

Captain Blood (AD) 

. S39 95 

Card Sharks (SI). 

$29 95 $39 95 

Carriers at War (SI). 

$54.95 

Caveman (AA). 

S39 95 

Championship Lode Runner (AA) $69 95 

Charlie Browns AB (ED) 

$29 95 

Check Book (BU) 

$29 95 

Chessmaster 2000 (SI) 

$29 95 $39 95 

Chubby Gristle (AA) 

$29 95 S39 95 

Chuck Yeagers Fli (U) 

S29 95 $39 95 

Clever & Smart (AA) 

$39 95 

Club House Sports (S) 

$49 95 

Colourme (ED) 

$49 95 

Combat School (AA) 

$29 95 $39 95 

Combat Zone (AA). 

$29 95 

Comics (AD). 

$64 95 

Concentration (SI). 

$29 95 

Conflict in Vietnam (SI) 

S29 95 $39 95 

Crossword Magic (SI) 

$49 95 

Cut & Paste (BU) 

$29.95 

Cybemoid 2 (AA) 

S29 95 $39 95 

Dailey Thompsons (S) 

$29 95 $39 95 

Dark Castle (AA). 

$39 95 

Dark Horn (AA) 

S39 95 

Data Manager 128 (B) 

$99 95 

Deathlord (AD) 

$39 95 

Decision in Deser (SI) 

.S19 95 

Deleon 5(ST) 

$59 95 

Defender ol Crown (SI) 

$19 95 $54 95 

Desolator (AA) 

$29 95 $39.95 

Destroyer (U) 

$34 95 

Disc Disector (A) 

$29 95 

Double Dragon (AA) 

$29 95 $44 95 

Double Image 2 (A) 

. $54 95 

Dragons Lair (AA) 

$29 95 $39 95 

Dragons Lair 2 (AA) 

$29 95 $34 95 

Dream Warrior (AA) 

$29 95 $19 95 

Druid (AA) 

$29 95 $49 95 

Dunqeon Master En (SI) 

$54 95 

Earth Orbit Stati (SI) 

. $39 95 

Elite (SI) 

$49 95 $49 95 

Empire (SI) 

$29 95 S54 95 

Empire Strikes Ba (AA) 

$29 95 S39.95 

Europe Ablaze (SI) 

.$54 95 

Eye (AA) 

$29 95 $39.95 


F18 Hornet (U) S39.95 

Faery Tale (AD) $69 95 

Family Feud (SI) S29.95 

Fernandez Must Di (AA) S29 95S39 95 
Filer (BU) S39 95 

Final Assault (AA) $34.95 

Final Cartridge 3 (A) $144.95 

Financial Cookbook (BU) $29 95 

Fist & Throttle (AA) $29.95 $29 95 

Flight Simulator (U) .Si04 95 

Flight Simulator (U) $54 95 

Flippit (SI). S24 95 

Font 1 (BU) $74 95 

Fontmaster 128 (BU) $94.95 

Football Manager (SI).$29.95 $39.95 

Forrestland (AD).$49 95 

Fox Fights Back (AA) $29 95 $39 95 

Fury (AA) $29 95 $39 95 

Game Maker (A) $49 95 

Games Summit Edit (S) $34 95 

Games Winter Edit (S) . $24.95 $34 95 

Garfield (ED).$69 95 

Garfield Game (AA) $29 95 $39.95 

Gato(U) $39 95 

Gauntlet (AA) S29 95S39 95 

Gauntlet 2 (AA) S29 95S39.95 

Gee Bee Air Rally (U) S29 95 

Geocalc (BU).$94 95 

Geocalc 128(B).$134.95 

Geofile 128(B) $134.95 

Geoprogrammer (A) $124 95 

Geopublish (BU).$94.95 

Geos (BU) $104 95 

Geos 128 (U).$134 95 

Geos 2 (BU) $124.95 

Geos Desk Pack (BU).$59 95 

Geospell (BU).$59 95 

Geownte 128 (B).$134.95 

Gettysburg (SI) $74 95 

Ghost N Goblins (AA) $19 95 

Giants (AA). S29 95S29 95 

Grand Prix Simula (U) $9.95 $14 95 

Greeting Cards (BU).$24 95 

Guderian(U) $39.95 

Guerilla War (U) . $39 95 

Guild of Thieves (AD) $59 95 

Gulf Strike (AA) $39 95 

Gunship (U) $49 95 $59 95 

Heavy Metal (AA) $39 95 

Hercules (AA) $29.95 $39 95 

History in Making (U) $54.95 $54.95 

Hopping Mad (AA) S24 95 $39 95 

Hot Shot (AA) $29 95 $39 95 

Hunt for Red Octo. (SI) $39 95 $74 95 

Hystena (AD) $29 95 SI9 95 

Ikan Warrior (AA) $29 95 $39 95 

Impossible Mission (AA) $24.95 $34.95 

In Crowd (AA) $54 95 

Indiana Jones (AA) $29 95 $34 95 

Infiltrator 2 (AA) $39 95 

Inside Outing (AD) $29 95 $39 95 

Into Eagles Nest (AA) $49 95 

lo (AA) S29 95 S39 95 

IwoJima(SI) $29 95 $34 95 

Jack Niclaus Golf (S) $39 95 

Jane 128(H) S?? ?? 

Jeopardy (ED) $29 95 

Jet (U) $94 95 

Jewels of Darkness (AD) $49 95 

Junior Pac Man (AA) $19 95 

Kampfgruppe (SI) S74 95 

Karate Ace (A A) S39 95 S54 95 

Kamov (AA) $29 95 $39 95 

Keys to Typing (ED) .$39 95 

Kwik Calc (BU) $19 95 

Kwik Check (BU) $19.95 

Kwik File (BU) $19 95 

Kwik Pad (BU) $19 95 

Kwik Write (BU) $44 95 

LA Crack Down (AD) $34 95 

Lancelot (AD) $39 95 

Last Ninja 2 (AA) S29 95 $39 95 

Leader Board Trip (S) $39 95 

Learn to Add & Su (ED) $54 95 

Legacy of Ancient (AD) $39 95 

Lode Runner (AA) $29 95 

Lord of Rings (AD) S49 95S49 95 


Ml28 Cash Book(B) $164.95 

Magic Maths (ED) $39.95 

Magnetron (AA) $29 95 $39.95 

Magnificent 7 (AA) $39 95 $54 95 

Mainframe (AD) $59.95 

Mars Saga (SI).$39.95 

Match Day 2 (S) $29 95 $39.95 

Math Blaster (ED) $99.95 

Matterhorn Scream (AA) $24.95 

Mini Office 2 (BU) $44 95 $49.95 

Modem Wars (AA) . $39 95 

Movie Maker (A) $29 95 

Music Construction (H).$29.95 

Music Studio (H).$49 95 

Musician (H).$24.95 

Nam (SI).$74.95 

Navcom 6 (ST) S59.95 

Neuromancer (ST) $39 95 

Newsroom (BU).$59 95 

Night Raider (SI) $39.95 

Ocean Ranger (AA). $39.95 

Ogre (SI).$49 95 

Operation Wolf (AA) $29 95 $39.95 

Outrun (AA) $29 95 $39.95 

Pacland (AA) $39 95 549 95 

Pacmania (AA) $29 95 $39 95 

Pactromc Budget (AA) $9.95 $9.95 

Paper Boy (AA) $19 95 $19.95 

Paperclip (BU) $39.95 

Patton V Rommel (SI) $39.95 

Pegasus (AA) $29 95 $39.95 



Pepsi Challenge M (AA) 

$39 95 

Peter Beardsley S (S) 

$29 95 $39 95 

Phantasie (SI) 

$74 95 

Phantasie2 (SI) 

.$74 95 

Pirates (AA) 

$19 95 $49.95 

Pirates of Barbar (AA) 

.$29.95 

Pocket Filer 2 (BU). 

.$94 95 

Pocket Planner 2 (BU). 

.$94 95 

Pocket Writer 2 (BU) 

.$94 95 

Pool of Radiance (SI) . 

.$54 95 

Predator (AA). 

S29 95 S34.95 

President is Miss. (AD) 

$39 95 S49 95 

Print Kit (BU) 

$24 95 

Print Shop (BU) 

S79 95 

Print ShopCompan (BU) 

.$69 95 

Print Shop Graphi (BU). 

.$49 95 

Printmaster(BU) 

$74 95 

Pro Soccer Simulator (S) 

$39 95 

Psyco Pigs UXB (AA) 

$29 95 $39 95 

Questron 2 (SI) . 

$44 95 

R Type (AA) 

$29 95 $39 95 

Rack Em (AA) 

$39 95 

Rambo 3 (AA) 

$29 95 $39 95 

Rampage (AA) 

$29 95 $34 95 

Ramparts (AA) 

$24 95 $29 95 

Red Storm Rising (SI) 

$59 95 

Return of Jedi (AA) 

$29 95 $44 95 

Road Blasters (AA) 

S29 95 $39 95 

Road Runner (AA) 

$29 95 $34 95 

Road to Moscow (SI) 

$94 95 

Road Warrior (AA) 

$29 95 $39 95 

Roadwars(AA) 

$39 95 

Robo Cop (AA) 

$29 95 $39 95 

Rocket Ranger (SI) 

$59 95 

Roy of Rovers (AA) 

$39 95 

Russia (SI) 

$54 95 

Rygar(AA) 

$29 95 $34 95 


Salamander (AA) $29 95 $39 95 

Serve & Volley (S) S29 95S39 95 

Signs & Banners (BU) $24 95 

Signs & Banners L (BU) S19 95 

Silent Service (SI) $39.95 $49 95 

Sinbad & Throne 0. (SI) $54 95 

Skate Crazy (S).$29.95 $39 95 

Skate or Die (S).$29 95 $39 95 

Skyfox (AA).S29.95 $29.95 

Skyfox 2 (U).$39 95 

Soccer Microprose (S) $49 95 $64 95 

Soldier of Light (AA) S29 95 S39 95 

Solo Flight (U) $29.95 $49.95 

Song Writer (H).$19.95 

Sorcerer of Claym (AD) .$29 95 

Space Ace (AA) $39.95 $54.95 

Space Harrier (AA) S29.95 $19.95 

Spell It (ED).$99.95 

Star Fleet (SI).$64 95 

Star Wars (AA). $39 95 $44 95 

Street Fighter (AA) $29.95 $39.95 

Streetspor Baske. (S).$19 95 

Sub Battle Simula. (U).$34 95 

Summer Olympiad (S) S34.95 $49.95 

Superbase (BU) $104 95 

Superbase 128 (B).$179 95 

Superbike Challenge (AA) S34 95 

Superscript (BU).$104 95 

Superscript 128 (B) $179.95 

Supersports (S).$39 95 

Superstar Ice Hoc (S) $49 95 

Supreme Challenge (AA) S29 95 $29 95 

Swift (AA) .$54.95 

Swiss Family Robi (AD) $39 95 

Task 3 (AA).$29 95 $39 95 

Task F (AA).$19 95 

Tempo Type (SI).$34.95 

Tetris (SI).$39.95 

Thing II (AA) $29.95 S39 95 

Three Stooges (AA) $54 95 

Thunder Blade (AA) S29 95S39 95 

Thunder Cats (AA) $29.95 $59 95 

Thunder Chopper (AA) S29.95 

Time & Magic (AD) $29 95 $39 95 

Times of Lore (ST) S59 95 

To Hell & Back (AA) $29 95 $39 95 

Tom Sawyers Islan (AD) $24 95 

Top Fuel Challeng (AA) $29 95 S39 95 

Top Gun (AA) S29 95S34 95 

Treasure Is and (AD) . $39 95 

Tri Pack (AA).$84.95 

Trivial Pursuit N (SI) $44 95 $54 95 

Trivial Pursuit T (SI) $44 95 544 95 

Typhoon (AA) ... S29.95 $39.95 

Typhoon of Steel (AA) S54 95 

Typing Tutor 4 (SI) .$54 95 

Ugly Duckling (AA) $44 95 

Ultima 4 (AD) $59 95 

Ultima 5 (AD) $59 95 

Up Periscope (U) $29 95 

Video Title Shop (A) S39 95 

Video Title Shop (A) $29 95 

Vindicator (AA) $29 95 $39 95 

Vixen (AA) $29 95 $39 95 

War Games Pack (SI) $29 95 $29 95 

Warp Speed (A) S59 95 

Warrior (AA) S39 95 

Warship (SI) $74 95 

Wasteland (AD) $39 95 

Where in Europe I (ED) $74 95 

Who Framed Roqer ( AA ) $39 95 

Win Lose or Draw (SI) S29 95 

Wizard of Cz (AD).$39 95 

Wolfman (AA).$39 95 

Wonder Boy (AA) $29 95 $39 95 

Word Publisher (BU) $84 95 

Word Writer 128(B) S59 95 

Wordpro 128 (BU). S89 95 

World Class Leader (S). $34 95 $39 95 

Zak McKracken (S) $39 95 

































































































































































IBM SOFTWARE 


3D Helicopter Sim 

(SI) $64 95 

4th & Inches 

(SI) S54 95 

4th & Inches Team Const Set 

S39 95 

Airborne Ranger 

(AA) $59 95 

B24 

(SI) $74 95 

Balance of Power 

(SI) $79 95 

Bards Tale 

(AD) $64 95 

Bards Tale 2 

(AD) $64 95 

Battle Chess 

(ST)$74 95 

Build a Book 

(ED) S39 95 

Calendar Creator Plus 

(BU)$94 95 

California Games 

(S) S49 95 

Championship Lode Runner 

(AA) S69 95 

Chessmaster 2000 

(SI) S64 95 

Chuck-Yeagers Flight Si 

(SI) $64 95 

Colourme 

(ED) $59.95 

Corruption 

(AD) $69 95 

Defender of Crown 

(SI) S59 95 

Deluxe Paint 2 

(A) $249 95 

Double Dragon 

(AA) S74 95 

Elite 

(AA) S69 95 

Empire 

(SDS54 95 

FI 6 Falcon 

(SI) $74 95 

Fantavision 

(A) $109 95 


microcomputer Sp ot 

Phone 417 7395 Front 13 Gibbes Street. East Chatswood. NSW 2067 
TOLL FREE (008) 25 2130 

MAIL ORDER 



Fire Power 

(AA)$49 95 

Flight Simulator 2 

(U) S114 95 

Flippit 

(SI) S39 95 

Galaxian 

(AA)S19 95 

Games Summer Edition 

(S) $49 95 

Grand Slam Bridge 

(SI) $84 95 

Guild of Thieves 

(AD) S69 95 

Gunship 

(SI) $79 95 

Heroes of Lance 

(AD)$54 95 

Impossible Mission 2 

(AA) $49 95 

Inside Trader 

(AD)S59 95 

Into Eagles Nest 

(AA)S79 95 

Jack Nicklaus Golf 

(S) S64 95 

Keyboard Cadet 

(ED)S19 95 

Kings Quest 1 

(AD) $54 95 

Kings Quest 2 

(AD) $54 95 

Kings Quest 3 

(AD) $54 95 

Kings Quest 4 

(AD) $94 95 

LA Crack Down 

(AD) $49 95 

Labels Unlimited 

(BU) S94 95 

Leisure Suit Larry 

(AD) S64 95 

Leisure Suit Larry 2 

(AD) S64 95 

Manhattan Dealers 

(AA) S69 95 

Manhunter New York 

(AD) S74 95 


Maths Climbers 

(ED)$19 95 

Mavis Beacon Teaches Typing 

(ED) S94 95 

Mean 18 

(S) 74 95 

Might & Magic 

(AD) S79 95 

Mini Office Professional 

(BU)$144 95 

Newsroom Pro 

(BU)$144 95 

Night Raider 

(SI) S74 95 

Numbers Up 

(BU) SI29 95 

Off Road Racing 

(AA) $49 95 

PC Gold Hits 

(AA) S49 95 

Phone & Address Filer 

( H ) S29 95 

Pole Position 

(AA) SI9 95 

Police Quest 2 

(AD) $64 95 

President is Missing 

(AD) S59 95 

Print Power 

(U) $69 95 

Print Shop 

(U)$109 95 

Program Director 

(U) S84 95 

PT 109 

(ST)S74 95 

Questron 2 

(AD) S54 95 

Rocket Ranger 

(SI) $79.95 

Serve & Volley 

( S) S64 95 

Silent Service 

(SI) $59 95 

Skyfox 2 

(AA) S64 95 

Space Quest 

(AD) $54 95 


Space Quest 2 

(AD) $64 95 

Star Command 

(SI) $54 94 

Strike Force 

(SI) $24 95 

Summer Games 2 

(S) S49 95 

Summer Olympiad 

(Si$69 95 

Superbase 

(BU)$259 95 

Three Stooges 

(AD) $79 95 

Thud Ridge 

(SI) S64 95 

Ticket to London 

(ED)S74 95 

Ticket to Paris 

(ED) $69 95 

Ticket to Spain 

(ED)$74 95 

Ultima 4 

(AD) $59 95 

Ultima 5 

(AD) S59 95 

Wargame Construction Kit 

(SI) $74.95 

Where in USA is Carmen Sandiago (ED) $79 95 

Where in World is Camien 

(ED)$79 95 

Willow 

(AD) S59 95 

Winter Games 

(S) S54 95 

World Class Leader Board 

(S) $49 95 

Your Personal Poet 

(H) $39 95 

Zac McKracken 

(AD) $74 95 



AA 

Arcade Action 

BU 

Business 

U 

Utility 

S 

Spon 

ED 

Education 

A 

An & Graphics 

AO 

Adventure 

ST 

Strategy 

M 

Music 

H 

Home 

SI 

Simulator 





PARRAMATTA HORNSBY 

Shop 21a. Greenway Arcade. 35F Hunter Street. 

222 Church Street. Westfield Shoppingtown. 

Parramatta. NSW 2150 Hornsby. NSW 2077 

Phone 891 1170 Phone 477 6886 


CITY 

Shop 3. 99 Elizabeth Street, 
Sydney. NSW 2000 
Phone 221 1910 


CHATSWOOD 

Shop G9. Chatswood Place. 
Endeavour Street. 
Chatswood. NSW 2067 
Phone 419 2333 


BURWOOD 

185 Burwood Road. 
Burwood. NSW 2134 
Phone 744 8809 


HURSTVILLE 

185E Forest Road. 
Hurstville. NSW 2220 
Phone: 570 7333 


PENRITH 

Shop 1. Carvan Arcade. 
389 High Street. 

Penrith. NSW 2750 
Phone (047) 32 3377 

LIVERPOOL 

Shop 4. Westfield 
Shoppingt n, Macquarie 
St. Liverpool. NSW 2170 
Phone 601 7700 


MAIL ORDER FORM PHONE FOR LATEST NEW RELEASES 


PRODUCT/PROGRAM NAME 

COMPUTER 

CASSETTE/DISK 

QUANTITY 

PRICE 







For Software only, add $3.00 for post or $10.00 for 
courier. For hardware, call to arrange. 

Send to: Microcomputer Spot 
13 Gibbes Street, Chatswood, NSW 2067 

We will exercise all reasonable care in the processing of your 
orders but we accept no responsibility for orders, monies or 
products lost or delayed in transit Your order will normally be 
processed within 48 hours, but please allow 14 working days for 
the fulfilment of orders Telephone orders are. of course, 
welcome, but unfortunately. COD terms are not available 
Wherever possible, please supply a phone number where 
contact can be made within normal working hours PRICES ARE 
SUBJECT TO CHANGE WITHOUT NOTICE. DO NOT SEND CASH. 

Method of payment, tick for Cheque Postal Order 
Tick for Bankcard Mastercard Visa AGC 

Credit Card No | || I I I I II I I II I I I I 

Valid from Until end 

Name as per card___ 


TOTAL $ 
POSTAL CHARGE $ 

GRAND TOTAL $ 

For delivery 

Name 

Address 


Postcode 

Telephone ( ) Date Sent 

Signature of cardholder 



































































Preview: Deluxe Paint III 

by Dennis Nicholson 



hen Electronic Arts first 
released Deluxe Paint for 
the Amiga computer in 
November 1985 it became an in¬ 
stant success. The graphics soft¬ 
ware achieved greater than 50 per¬ 
cent market penetration in the 
United States of America alone. 

No other paint program has 
come close to Deluxe Paint's 
power combined with ease of use. 

The software has constantly been 
voted the favourite graphics pack¬ 
age by Amiga users year after 
year. It is considered by artists to 
be the standard against which all 
other paint packages are measured. 

Now comes Deluxe Paint Three . This 
is no ordinary update to Deluxe Paint 
Two as it has many new significant fea¬ 
tures, the most prominent being the addi¬ 
tion of animation capabilities. Before 
you proceed further with this article it 
may be wise for you to check your ready 
cash supply, because after you read it you 
will feel an impulsive urge to rush out 
and purchase this latest release. 

Deluxe Paint III - what's 
so new ? 

The program has increased in size 
from 190K to 247K and includes over 
forty new features. So let us begin at the 
beginning. 

On initial boot up the screen resolu¬ 
tion/colour requester appears and two new 
selections are made available. A new col¬ 
or mode called Extra HalfBrite will give 
you a sixty-four colour palette in Low 
and Interlace resolutions. An Overscan 
button gives you the option of turning 
an overscan screen on or off. 

If you still use the NTSC version of 
the Amiga 1000 you will have no wor¬ 


ries with PAL versions of the program as 
Deluxe Paint Three automatically adjusts 
to PAL or NTSC Amigas and configures 
the screen sizes accordingly. 

As an example of some screen sizes 
the Low and High resolution PAL and 
PAL Overscan screen sizes are listed be¬ 
low. 

PAL Low Resolution 
Standard =320x256 
Full Page = 320 x 340 
Overscan = 352 x 290 

PAL Overscan Low Resolution 
Full Page =352 x 340 
Overscan = 352 x 290 

PAL High Resolution 
Standard =640 x 512 
Full Page = 640 x 680 
Overscan = 704 x 580 

PAL Overscan High Resolution 
Full Page = 704 x 680 
Overscan = 704 x 580 

Once the work screen is opened noth¬ 
ing seems visibly different from earlier 


Deluxe Paint releases, except for 
a small alteration in design to 
the freehand line selector found 
in the tool menu on the right 
hand of the screen. I will get to 
that later, first let us have a look 
at the pull-down menus along 
the top of the work area. 

The picture menu 

The LOAD/SAVE and DE- 
LETE requesters now display all 
your available disk drives, such 
as DF0: DF1: DH0: DH1: and 
RAM: It automatically adjusts 
to the number of drives accord¬ 
ing to your system’s setup. A NUMBER 
OF FRAMES option allows you to type 
in a figure for any animation you may 
wish to do. 

A FLIP sub-menu has been added for 
turning a full screen image either vertical 
in the "Y" direction or in the "X" hori¬ 
zontal position. The ABOUT sub-menu 
now displays the available Chip and Fast 
memory as well as the Maximum Block 
memory. It also shows the current ANIM 
Size and ANIM Brush Size in bytes. The 
only other minor alteration in the Picture 
Menu is that the Color Control sub 
menu has been renamed to CHANGE 
COLOR. 

One interesting feature found when 
using the SAVE picture function occurs 
if you are saving an image that has previ¬ 
ously been stored with the same file 
name, a system message pops up asking 
you to confirm that you wish to over¬ 
write the original. This is a very handy 
reminder when you want to update older 
Files without accidentally overwriting the 
originals. 

If one resolution picture is loaded into 
another resolution screen, for example 
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low resolution into high resolution, an¬ 
other system message asks "Do you want 
to change format to that of file?" If you 
click on the YES button then the high 
resolution screen is changed back to low 
resolution prior to the picture loading. 

If you click on the NO button then 
you will be asked if you would like the 
low resolution picture to be reformatted 
into the high resolution mode. This latter 
option allows for very quick screen im¬ 
age resolution changes. 

It is even possible to bring a standard 
sized image, such as a 320 x 256 picture, 
into an overscanned screen and immedi¬ 
ately have it stretched to 352 x 290 to fit 
the larger area. This effect is almost im¬ 
mediate and very effective without any 
noticeable loss in picture quality, though 
fonts can be enlarged out of proportion. 

The brush menu 

The DELETE Brush sub-menu has 
been removed and replaced with RE¬ 
STORE Brush. Another new sub-menu 
is called EDGE and it lets you OUTLINE 
or TRIM the edge of a current brush, that 
is, add or delete a one pixel width edge 
around the brush. 

CHANGE TRANSPARENCY is a 
new addition under the CHANGE COL¬ 
OR sub-menu. The Brush Handle sub¬ 
menu now contains PLACE along with 
Centre and Corner. If you wish to alter 
resolutions while holding a current brush 
there is no need to save the brush as in 
earlier versions, the program will now re¬ 
member what brush is in memory. 

The mode menu 

Has two additions, TINT and 
HBRITE allowing for extra imaging ef¬ 
fects. Selecting the HalfBrite mode will 
let you place transparent shadows behind 
any brush, such as a title to add a three 
dimensional look to it. 

The effects menu 

This remains unchanged except for a 
new Perspective Settings requester where 
the X, Y and Z screen/brush coordinates 
can be added. With versions of Deluxe 
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in co-operation with Questor 
present 

Program of the Year 
competition 

also sponsored by 

Australian Commodore and Amiga Review 

Here at Australian Commodore and Amiga Review we get to 
taste the best and the worst of computer software. Now we are on the 
search for a hot fresh idea. Anybody can enter who can think up and 
put into writing an idea for any type of program that could work on a 
Commodore computer. 

Apart from the prestige of being named as the Program of the 
Year initiator, a Grand Prize is also being offered. Rainbird/Firebird, 
a leading entertainment software company, in conjunction with Aus¬ 
tralian aggressive entertainment distributor Questor, are offering a 
fabulous BMX bike to the winner. 

Ten runners-up will receive a selection of top new games titles of 
their choice from the Questor range. 

To enter, submit your idea in whatever form you prefer, to the ed¬ 
itors of the Australian Commodore and Amiga Review before June 1st. 
Your submission will be judged based on presentation, originality, im¬ 
aginativeness and feasibility. 

We look forward to checking out some of the sock-removing game 
concepts, utility programs or productivity software that you’ve got 
rattling around in your imagination. 

CONDITIONS: 

1. Attach your name, address, 
age and phone number to your 
entry. 

2. Send a stamped addressed 
envelope if you want your en¬ 
try returned. 

3. The competition is open to 
any person of any age, with 
the exception of employees or 
relatives of employees of 
Questor, Rainbird/Firebird or 
Australian Commodore and 
Amiga Review. 

4. The judges' decision is final, 
and no correspondence will be 
entered into. 


Win a BMX bike! 












Paint it was not possible to 
completely fill an area when 
Perspective's FILL SCREEN 
menu was selected, this re¬ 
sulted in a border remaining 
around the final image. 

The problem has now 
been overcome, and it is 
simply a matter of choosing 
any screen size, angling a 
brush and clicking into the 
work area. The entire screen 
will be filled to its full width 
regardless of the screen size. 

This is excellent for creating 
full overscan images for desk 
top video work. 

Perspective's anti-aliasing 
(smoothing) algorithm has 
been improved, thus giving an increase 
in rendering speed when in the Low or 
High anti-alias mode. 

The prefs menu 

This contains two new selections, 
Auto Transparency and No Icons. The 
latter allows the user to save images 
without an associated icon. 

The anim menu 

This new feature to Deluxe Paint 
Three holds some very pleasant and pow¬ 
erful additions. It is now possible to ani¬ 
mate brushes in two or three dimensions, 
in all resolutions and in real time. Using 
the new animation Settings requester you 
can type in various X, Y, Z coordinates 
and let the software take over and record 
the complete animation. 

The animations can be stored in either 
the standard ANIM format, or the Ex¬ 
panded format, which saves each frame as 
a complete IFF image. Using the ANIM 
format you can replay the animation in 
Deluxe Paint , either forwards or back¬ 
wards, or in ping-pong mode, that is, 
nonstop forward and reverse. The Show- 
ANIM utility created by Aegis Develop¬ 
ment for their video software programs 
will also display the animation. 

It is no problem to bring in a previ- 
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ously completed ANIM file and step 
through it frame by frame to make any 
alterations or deletions. Used in conjunc¬ 
tion with the perspective mode you can 
have brushes zooming all over the place, 
twisting, spinning and turning, even fly¬ 
ing off into infinity. 

Background IFF images can be in¬ 
cluded as the animation performs in the 
foreground. If used with the STENCIL 
mode it is possible to have your anima¬ 
tions flying behind sections of IFF back¬ 
grounds. 

A PREVIEW command in the anima¬ 
tion requester gives you the opportunity 
to test your animations at any stage. An 
EASE-IN and EASE-OUT selector lets 
you type in the number of frames you 
would like the animation to speed up and 
slow down at the beginning and end of 
the brush's trajectory. 

TRACE mode will draw each brush 
movement onto one screen to allow you 
to look for any misplaced moves. Indi¬ 
vidual brushes can be saved, moved, de¬ 
leted and amended. 

As an example of what is possible, 
imagine you would like a two dimen¬ 
sional title to spin around a three hundred 
and sixty degree axis. You simply make 
up the title from your preferred font, pick 
it up as a brush, select fifty frames as the 
number of animation frames required, 


type 360 into the Y coordi¬ 
nate box and click on DRAW 
in the animation Settings re¬ 
quester. 

Deluxe Paint Three will 
then draw each frame, twist¬ 
ing each one around the Y 
axis until it reaches frame 
number fifty. The animation 
can then be saved or immedi¬ 
ately played back by hitting 
the play key on the keyboard. 
When used with anti-aliasing 
clicked into the High mode 
the end result is very impres¬ 
sive. 


The tools 

’The only paint tool to be 
altered in any way is the continuous free¬ 
hand line mode, as it can now be used in 
two different ways. The first is literally 
to draw a continuous straight line! 

Second mode allows you to create a 
continuous line and when the mouse but¬ 
ton is released the shape is filled with a 
currently selected colour or range of co¬ 
lours, or even a brush. 

Many new keyboard commands have 
been added to help speed up your work. 
Two examples are SHIFT-X and SHIFT- 
Y, when pressed these will increase the 
size of a selected brush in either the X 
(horizontal) or Y (vertical) directions. 
Other keys are allocated to the animation 
features and will have you creating 
whizz-bang images in no time at all. 

Deluxe Paint and Paint II are consid¬ 
ered by artists to be the standard against 
which all other paint packages are meas¬ 
ured. With this release it is now going to 
give many animation packages a run for 
their money. 

Published by Electronic Arts, PO 
Box 7530, San Mateo CA 94404 USA. 
Distributed by ECP (075) 96 34 88. 
Price to be announced. 

Dennis Nicholson is the Editor of 
GRAPHICS-PALE1TE, the desktop vid¬ 
eo disk-zine for the Amiga . ■ 
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It's H.A.M.!! It's Hot!! It's Here!! 
Worlds first Amiga H.A.M. Game 


ioneer Probe MKIV is a self-replicating robotic space 
ship, and it's out of control. It was sup¬ 
posed to convert unoccu¬ 
pied satellites and moons 
into habitable planets 
in order to relieve Earths 
population problems. The 
problem is that the probe has 
developed a bug, and is convert¬ 
ing ANY planet, unoccupied or not!! 

Your job is to destroy the probes 
before its too late. FEATURES include: 

• DAZZLING HAM MODE GRA¬ 
PHICS, WITH 4,096 colours on 
screen • Eight directional scrol 
ling over detailed cityscape 
• Wicked stereo music score 
and digitized speech • Pro¬ 
grammable droid ships for 
either attack or defence 
• Performance anal¬ 
ysis to show your 
strengths and 
weaknesses 


Best quality, best price & 
best service — insist 
on products from 
Pactronics “the 
user-friendly 
company. ’ 


a 


i sHinsi 


I immi 


Available from: Microcomputer Spot, Grace Bros, Steve’s Communications A.C.T., Harvey Norman, Myer, Westend Computer (Old, Vic), 
United Computers (3 stores), Computerscope, and leading computer retailers throughout Australia. 


^gctronic 


V N.S.W: Pactronics Pty Ltd, 33-35 Alleyne Street, Chatswood. (02) 407 0261 
VICTORIA: Pactronics Pty Ltd, 51-55 Johnston Street, Fitzroy. (03) 419 4644 
QUEENSLAND: Pactronics Pty Ltd. 12 Stratton St, Newstead. 4006. (07) 854 1982 
SOUTH AUSTRALIA: Baringa Pty Ltd, (08) 271 1066 ext. 6132 
WESTERN AUSTRALIA: Pactronics, Unit 13,113 High Rd, Willeton 6155. (09) 354 1122 
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Mastering 

A review by Eric Holroyd 

ow here’s something I wish I’d 
had about eighteen months ago! 
If only it had been available then 
it would have saved me a lot of head- 
scratching and manual-thumbing when I 
first started to try to understand the Ami¬ 
ga’s CLI. Now that I’ve got it, it’s got a 
permanent place in the front of my disk 
box and is getting plenty of use. 

Using the CLI (Command Line Inter¬ 
face) simply means typing a command in 
a window to tell the Amiga what to do 
next. This is the alternative to the ’’point 
and click on the icon" operation which is 
so fascinating to the new Amiga user. 

I don't dispute that the "windows and 
icons" setup is a terrifically easy to use 
system. But experienced Amiga users 
who like to get to the heart of things and 
do a variety of computing tasks easily 
and quickly all work direct from the CLI. 

For a start, you don’t need to load 
your full WorkBench disk. Simply stick 
it in the drive and hold CTRL/D to enter 
the world of the CLI. You'll see the 
prompt 1> and a flashing cursor 
awaiting your command. 

There's an entire range of 
these commands built into Am- 
igaDOS and all you have to do 
is learn how to use them. This 
is where Mastering CLI comes 
in. 

Three-in-one 
package 

It's a 3-in-1 package all on 
one bootable disk which comes 
complete with its own Work- 
Bench. The first part is a com¬ 
plete set of instructions which 
displays on screen, or you may 
print it all out on paper for ref¬ 
erence. This in itself is a com¬ 
mendable bit of work and I 


wish more software developers would use 
the idea. 

Then comes a complete tutorial on all 
aspects of using the CLI which has a 
user-friendly interface. Clicking onto this 
icon opens a window with its own drag- 
bar menu at screen-top. It's a menu cov¬ 
ering no less than 48 CLI commands and 
selecting one jf them gives you a com¬ 
plete rundown on how tc ise he com¬ 
mand and what it does. 

Examples for you to work through 
are plentiful and it's a very pleasant way 
to learn what all these mysterious com¬ 
mands do. Format, diskeopy, newcli, as¬ 
sign, why, type, path, etc are all well 
covered and are arranged alphabetically in 
this interactive tutorial. It’s suggested 
that you work through them all to gain 
complete familiarity with your comput¬ 
er's operating system, and I personally 
found it well worth the effort. 

Once you’re reasonably familiar with 
the basics of the CLI and starting to 


work in it, you're ready to use the third 
part of the package. This is called "The 
Assistant" and is a memory resident suite 
of Help Screens. I liked the way this was 
laid out too. 

A window opens and displays the 
names of 21 of the most commonly used 
CLI commands and clicking one of them 
brings up a screen full of relevant info, 
its syntax and usage etc. Very handy it is 
too. Much quicker than looking it up in 
the manual or cheat sheets. 

If you're working away on the screen 
and want to keep the Assistant handy, 
just click onto "Reduce" which shrinks 
the window right away to the top right 
hand corner with only two words show¬ 
ing. These are "Assistant" and "Enlarge". 
Clicking onto "Enlarge" brings it all 
back to full size again. 

Although the instructions on how to 
use the Tutorial and the Assistant were 
able to be printed out, I was surprised to 
find that there was no option to make a 
hardcopy of the Help Screens. I suppose 
this might be said to defeat 
the object of Help Screens in 
memory but I sometimes like 
to have a printout to study in 
depth as my brain doesn't al¬ 
ways want to understand 
something at the first reading 
(and I suspect I'm not alone in 
that). 

With my newfound famil¬ 
iarity in CLI I had a look at 
the disk directory and found 
that there were two sub¬ 
directories named "H" and 
"D". These are both documen¬ 
tation directories and I found 
that most of the Help Screens 
were in "H". 

To make a hardcopy of a 
Help Screen then, I first of all 
entered "dir dfO:h" (without 


AMIGA PRODUCTS 

Hard disk drives ready to use from $890. 

External disk drives, switch, slimline, quiet operation, 
with 12 months warranty $250. 

Star NX1000 colour/mono printer. Star NX2410 printer. 
From $480 includes cable. 

All Pactronics products available. New Abacus Amiga 
manuals in stock. 

Quality Computer and printer accessories. 

Latest Amiga Magazines, other publications and 
software available. 

Bi-monthly Amiga workshops. 

Amiga tuition classes - bookings essential. 

WHITE'S COMPUTERS 

(02)6346636 

37 Daphne Ave. Castle Hill 2154. 
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gives us 128 freaks full 80 column desk¬ 
top publishing facilities, with support for 
the mouse, the 1581 disk drive and the 
1750 ram expander. 

I had a quick look at Spectrum 128 
just before completing this article and I 


can only tell you that to see a choice of 
128 colours in full 80 column mode is 
quite amazing. That should be enough to 
make all 128 owners rush out and up¬ 
grade to a full 64K of video ram. See you 
soon. 


Preview copy provided by Free Spirit 
Software Inc, Box 128, P.O. Zutxtown, 
PA 19530 USA,, Price US S30.00 (ap¬ 
prox). Write for full details on how to or¬ 
der. ■ 


GEOS CLIPART 



COPYRIGHT 1988 "THOSE DESIGNERS 
ALL GRAPHICS COURTESY OF 
"THOSE DESIGNERS" 

Protected By U.S. & Foreign Laws 
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Saving and replacing files 
on the C-64 


the program it would need to be corrected OPEN 15 A15,"SO:filename":CLOSE 
and the program re-saved. This is where 15:SAVE "filename M ,8 (RETURN) 
’’Save and Replace" (or "Save with Re¬ 
place" as it's sometimes called) comes in. C64 users who have the Cockroach 
Theoretically, by issuing this command TurboRom fitted to their computers can 
along with the program name you can do all of this very much easier. This 
save the corrected version of the program "add-on" is a great idea and has much 
and erase the version with the typing er- shorter commands to do almost every- 
ror. In other words, replace the first ver- thing connected with the disk drive. It’s 
sion with the corrected version. As An- command for "Save and Replace" is this: 
drew said in his piece, what’s believed to 

be the safest way to do this is to use the @SAVE"@:filename (RETURN) 
command exactly as follows: 

That's it! There’s no need to type @0: 
SAVE”@0:filename”,8 (RETURN) to signify the drive number as the Turbo- 

Rom automatically defaults to drive 0 
Unfortunately, the command as built and it knows you're using a disk drive 
into the C-64’s operating system, saves anyway so doesn’t need you to enter ",8. 
the new version and then erases the old Also, when performing a "Save and Re¬ 
version. This wouldn’t work in my ex- place" it first of all scratches the old ver- 
ample above (614 + 50 = 644 = Disk sion and then saves the new version just 
Full) as there isn’t enough disk space as I’ve described for you to do manually 
available. There needs to be at least just above. Incidentally too, when you 
enough blank disk space to save a second list a disk directory to the screen to check 
version of your program for the com- the number of Blocks Free the Cockroach 
mand to have a chance of working prop- command is: 
erly. Again, as Andrew says, the best and 
safest way to achieve all this is to first of @$ (RETURN) 
all Scratch (or delete) the first version 

then save the new version. The command This gives a "harmless directory" 
for scratching a file, as per the 1541 disk which doesn't destroy the program in 
drive manual is: memory as does the normal Commodore 

DOS command of: 

OPEN 15,845/'SO:filename’’:CLOSE 

15 (RETURN) LOAD ”$’’,8 (RETURN) 


The insidious bug to end all 
bugs , mentioned briefly in our 
January issue , is discussed in full 
here by Eric Holroyd. 

Commodore have always refused to 
acknowledge that there is a bug associat¬ 
ed with using the SAVE’’@ command. 
Experienced users, on the other hand, 
have no doubts that there is. 

For newer users who may be wonder¬ 
ing what it's all about anyway, let me 
explain. First of all, the correct way to 
Save a file (it could be a program typed 
in from a magazine for example) is by 
typing: 

SAVE ”filename”,8 (RETURN) 

What this does is create the file on 
disk (note that none of this applies to 
tape users) which obviously then takes 
up a certain amount of disk space. This 
is shown in "blocks" at the foot of a di¬ 
rectory when listed. Commodore DOS 
gives us 664 blocks free on a newly for¬ 
matted (sometimes called "initialised" ) 
disk. Let's say we have a program which 
takes up 50 blocks and it's to be saved to 
disk. 

By the way, it's always a good idea 
when typing in a program to save it be¬ 
fore running it for the first time as a typo 
could make the computer do all kinds of 
unpredictable things. Maybe it’ll even 
crash and lose all your valuable typing! 
All computer users have lost hours of 
typing this way, before realising the val¬ 
ue of "saving before running", so make it 
your regular practice. 

So, on a new disk there’s plenty of 
room to store our 50 block file. Even if 
614 blocks had already been used up in 
storing other programs we’d still have 
room to store (or save) it. Now comes 
the crunch! If there was a typing error in 


(The 0 in "SO:" is a zero by the way 
and tells the DOS, or Disk Operating 
System, which disk drive to work on. 
More about this in a little while.) 

If we do this first, then save the pro¬ 
gram as per the first command above, 
there will be no danger of anything being 
corrupted. In fact, the whole job can be 
achieved with one command like this: 


This wasn’t intended to be a commer¬ 
cial for the TurboRom, but I'm so used 
to using it in my own C-64 that it 
seemed a logical thing to do to show 
how an "add-on" product solves the Save 
and Replace problem. At the same time 
it offers other benefits such as the direc¬ 
tory one just discussed, as well as a huge 
increase in operating speed. 
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Another little point which may cause 
some confusion to new users is the use 
of the word "initialised". As I said earlier, 
this is often used instead of the word 
"formatted" when discussing a disk pre¬ 
pared for use with the command: 

OPEN 

15 / 8 / 15/ ,, NO:diskname / ID ,, :CLOSE 
15 (RETURN) 

@N:diskname, ID (RETURN) for 
Cockroach users 

Initialising seems to have two mean¬ 
ings in the Commodore 64 world, the 
one just discussed refers to preparing a 
disk for use. (Referred to in disk manuals 
as NEWing the disk - Ed.) Whilst the 
other use is taken to mean returning the 
disk drive to its start-up condition after a 
drive error has occurred. Sometimes the 
read-write head may get stuck in such a 
position that it can't read the information 
on a disk and "initialising" the drive will 


return the head to its normal position. 
To further confuse things, this is also 
called a "drive reset", which is the way I 
prefer to think about it anyway. 

The command to initialise the disk 
drive is: 

OPEN 15,8,15,"IO":CLOSE 15 (RE¬ 
TURN) 

@1 (RETURN) for Cockroach users 

I mention this one because I fell foul 
of an American program once (before I 
understood the disk formatting meaning 
of "initialise") and finished up with a 
blank disk. Remember, when you see 
the word, think about it before you press 
the "Yes" button. 

The bug in "Save and Replace" has 
been identified as being part of the origi¬ 
nal Commodore operating system which 
was carried over from their earlier com¬ 
puters with two in-ouilt drives. Appar¬ 
ently, if no drive specifier (@0: or @1:) 


is used, the DOS gets confused and 
looks in a single 1541 system for the 
non-existent second drive. 

When it doesn't find that second drive 
it performs a SAVE with (sometimes) 
disastrous results. You may finish up 
with a corrupted new version, a deleted 
old version, and a new typing job ahead 
of you. 

I don't claim any of the kudos for dis¬ 
covering all this about "Save and Re¬ 
place", it’s just that I'd read all about it 
some time ago in Compute ! magazine 
where Philip A. Slaymaker (the author 
of the excellent Peek-A-Byte utility) 
covered the subject over two issues. It’s 
a good discussion running to about six 
pages and also has short example pro¬ 
grams to demonstrate the existence of 
the bug and the effects it can have. If 
you're interested in a more long-winded 
explanation, hassle the editor and see 
what happens. ■ 


Commodore computer 
PCB exchange service 

♦ Same day certified mail despatch ♦ 

♦ Three months warranty cover ♦ 

♦ Re-assembly instructions included ♦ 

Commodore Vic 20, a n 

C16, Plus 4 

Commodore C64,64C $89 

• Simply remove your faulty board from its casing 

• Your board must be complete and in serviceable condition. 

• Forward your securely packed board together with 

your remittance to: 

6: j Whites Hill Shopping Village 

y — mJ ' pty. ltd Samuel Street 

[q C' C\ rTY Camp Hill, QLD, 4152 

I Cl I UUI I I Phone (07) 395 2211 


orward you 
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BANKCARD/MASTERCARD/CHEQUE/POSTAL ORDER 


ADDRESS.. 
PHONE. 


PAY BY CHEQUE.B/C.M/C.Postal Order.. 

CARD NO. 


EXPIRY DATE. 







Prints or Slides Of 
Your Own Pictures 
on Amiga or 064. 


Send in a disk with the picture in IFF 
format, a note on the program used 
to generate it and in TEN DAYS 
receive a 6x4 glossy, or satin print or 
35mm slides of your picture. 


Enlargements - up to Poster Size 
Available on application 


cost: $8.50 ea for 1-5 prints 
$6.50 ea for 6-10 prints 
$4.90 ea for 11 or more 

call BH 018 230 912 or 02 817 2509 AH 


SIGNATURE.DATE 
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The Trouble with Mice ^^ 

by Lindsay Swadling 



rr^IHE MOUSE supplied with the 
| I Amiga 500 is made to a price, not 
" necessarily a quality. The switch 
contacts, especially, are the same style as 
those used in the cheaper joysticks, and 
lead to problems in some cases. For 
those who have never opened their 
mouse, or a joystick, I'll try to describe 
how these switches work. Better still, 
open it up now - I’ll wait for you. Just 
take the two phillips head screws out of 
the bottom of the mouse, then lift the 
top cover off. 

Fixing your mouse 

There is a small printed circuit board 
(PCB) mounted on top of plastic pillars, 
which holds the switches. Each switch 
consists of a central contact on the PCB 
surrounded by an almost circular outside 
contact. On top of these sits a convex 
metal disc supported in three spots which 
touch the outer contact on the PCB. This 
disc is held in place with a piece of 
sticky tape (go and open it up now if you 
don’t believe me!). When you press the 
button, this disc pops in and its centre 
touches the centre contact on the PCB. 
This system can lead to several prob¬ 
lems: 

• The contacts can tarnish by reacting 
with oxygen in the air. 

• Dirt can get in under the sticky tape. 

• The sticky tape can come loose. 

Any of these happening can lead to 
switch ’’bounce", where the switch might 
make contact several times instead of 
once when it is pressed, or to the switch 
not working at all. The letter in the Oc¬ 
tober issue from Pete Johnson about his 
mouse problems is an example of what 
this can do - icons get dropped at the 
wrong spot, or get opened instead of 


moving. I have also occasionally seen 
the metal disc in a joystick flatten out, 
making permanent contact, which leaves 
the switch on all the time. 

These problems can be rectified by 
cleaning the contacts and replacing the 
sticky tape. Peel the tape off and clean 
the contacts with a pencil rubber, then 
wipe over with methylated spirits on a 
soft piece of cloth or a cotton bud. Clean 
the metal disc the same way before re¬ 
placing it with a new piece of tape. Make 
sure the discs go back in the same places 
they came from! 

Converting a PC 
mouse 

Most mice made for IBM-type ma¬ 
chines use microswitches for the buttons. 
A microswitch is a small switch sealed 
in a plastic case in a very small package, 
rated for use in the 100,000s usually. Be¬ 
cause it is sealed, dirt can't get in to up¬ 
set things. Microswitches are extremely 
reliable, perfect for such an application. I 
have solved my mouse problems by con¬ 
verting a PC mouse to work with my 


A500, as follows: 

(The mouse was given to me by a 
friend who uses his PC for CAD work. 
He bought the mouse cheaply with the 
PC, but could not get it to work with the 
software he uses. After a little fiddling, 
he took the easy way out and bought one 
that did work. I received the useless one 
as payment for a job I did for him.) 

The mouse I acquired is a Z-nix (pro¬ 
nounced zeenix, being American) and has 
three microswitches and a nine pin male 
D connector, the opposite to the Amiga 
mouse. Rather than cut the plug off to 
change it, and perhaps find it didn’t work, 
I made an adaptor cable. This required 
two nine pin female D connectors and 
backshells, and a short piece of flat rib¬ 
bon cable with nine wires. 

I started by opening the mouse and 
finding the ground and +5 volt connec¬ 
tions, then the three buttons on the 
mouse. (I wired up the third button ac¬ 
cording to the Amiga technical manual, 
but haven't yet found any software that 
uses it.) The horizontal and vertical 
movement were a bit harder to find - I 
had to jump in blind there. I simply 
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wired up the other four connections and 
tried it out - nothing happened. Swapping 
over two of the wires brought movement 
in one direction, then swapping another 
two brought the other direction to life. 

Adaptor cable connections from Z-nix 
mouse to Amiga: 


Amiga end 
1 
2 

3 

4 

5 

6 

7 

8 
9 


Mouse end 
9 

5 
4 
8 
1 

6 
2 
3 
7 


The ratio of movement in this mouse 
seems about the same as the AMIGA 
mouse, but the switches are much better. 


This has been a worthwhile project for 


How a mouse works 

While you’ve got your mouse in piec¬ 
es, let’s have a look at how it works: 

The black plastic block holds the two 
slotted wheels which activate the opto- 
couplers to send the motion signals to 
the computer. Optocouplers work by pro¬ 
ducing a beam of infra-red light which is 
picked up by an infra-red detector a small 
distance away. The slots in the wheel in¬ 
terrupt this infra-red beam to produce a 
signal which the computer uses to deter¬ 
mine in which direction to move the 
pointer. I have repaired one mouse, only 
two weeks old, which would intermittent¬ 
ly refuse to move the pointer up and 
down. Cleaning the wheels and optocou¬ 
plers didn’t help. It was only when I had a 
close look with the top cover off that I 
noticed that the plastic block was moving 


up off the main PCB. Careful use of the 
hot glue gun restored this mouse to nor¬ 
mal. 

I hope everyone knows by now about 
regular cleaning of the metal rollers 
which the ball turns. These gather dust 
and grease, and the movement becomes 
rough and the pointer jerky on the screen. 
To clean the rollers, remove the ball 
from underneath by sliding off the plastic 
clip holding it in place. Now attack the 
rollers with a cotton bud dipped in meth¬ 
ylated spirit and remove all that build-up 
of junk. Clean the third roller as well - 
this is an idler, which keeps the ball cen¬ 
tred. 

A final word of warning - if you put 
your computer away regularly, don’t wrap 
the cable tightly around the mouse or 
joystick. Most joystick faults are caused 
by wires breaking inside the cable right 
next to the plug, or at the joystick end.H 
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Astronomy and home computers 

by Tony Smith 


O OMPUTERS HAVE been used 
for many years in the scientific 
field of astronomy. It has long 
been accepted that the computer can save 
many hours, days and even years of work 
by being able to quickly calculate the po¬ 
sitions of the stars and planets at virtual¬ 
ly any time in the past, present and fu¬ 
ture. 

The Voyager project was envisioned 
by a computer plotting the positions of 
the planets for the great 'slingshot effect' 
which enabled Voyager to catapult from 
the orbits of the gas giants Jupiter and 
Saturn and thus gain the momentum re¬ 
quired for its incredible journey to the 
outer reaches of the solar system. With¬ 
out the mathematical and graphical capa¬ 
bilities of computers this phenomenon 
would have passed unnoticed or else no¬ 
ticed far too late to have been able to do 
anything about it. 

The home computer does not go un¬ 
supported in this field and there are many 
fine programs available to cater for the 
needs of the amateur astronomer. I would 
like to examine four such programs, Star 
Seeker and Sky Travel for the Commo¬ 
dore 64 and Galileo and Starmap for the 
Amiga. 

Star Seeker 

Star Seeker was the first astronomy 



program I used on the 64. Consisting of 
two separate modules, the stars are cov¬ 
ered in one section and the Solar System 
in the other. Both modules are easy to 
use with scaling and timescales being ad¬ 
justable to allow for visual displays up¬ 
dating at quite large intervals. 

It is possible, for instance, to show 
the orbit of Halley's Comet in steps of 
several months at greatly increased time- 
scales so you can see how it slows down 
at the limits of its orbit and accelerates 
rapidly as it nears the sun again on its re¬ 
turn. It is also possible to go back in 
time to Halley's last visit in 1910 and 
see how much closer it came to Earth 
than on its latest visit. 

The stars are well catered for with 
positioning anywhere on the earth possi¬ 
ble but requiring a few calculations on 
the user's part in order to obtain true ac¬ 
curacy. 

Sky Travel 

Sky Travel on the other hand is a 
bells and whistles planetarium with sim¬ 
ple location setting using a jet plane 
flown to your location with the joystick 
on a map of the world. Time and date can 
be entered for any time past or future, 
even different types of calendars are avail¬ 
able (Roman and Julian). Displays can be 
as a starmap, a view in any direction or a 
chart, an interesting feature is a transpar¬ 
ent horizon so you can see what has just 
set or is about to rise. 

If you look down too far, you see 
your feet on the screen so orientation is 
never a problem. When phenomena such 
as solar or lunar eclipses are in the news 
it is a simple matter to dial in the details 


and Sky Travel will show you the fea¬ 
ture, rain, hail or shine, day or night. I 
have found it to be remarkably accurate 
with anything I have given it. 

Inputting your friends' dates and plac¬ 
es of birth reveals such things as rising 
signs and ruling planets, sometimes 
strange things such as eclipses and plane¬ 
tary influences can be found. Constella¬ 
tions and planets are all able to identified 
by placing the pointer on the screen and 
pressing F7 or by choosing search mode 
and naming the required object, the infor¬ 
mation scrolls across the bottom of the 
screen until return is pressed again. 

Starmap 

For the Amiga there is a fine program 
on Megadisc 4 called Starmap , which is 
accessed from BASIC, losing a bit of 
speed on the way. A very accurate pro¬ 
gram once again, Starmap caters for up 
to 15,000 stars, although even with 1 
meg aboard, runs out of memory if more 
than 13,000 stars are selected. With the 
ability to divide the sky into quadrants I 
found it a pleasure to use. Note carefully 
though, to use it at all, the screen prefer¬ 
ences must be set at 80 characters or it 
will crash. 

Galileo 

The final program I tested was Gali¬ 
leo. Supposedly the best planetarium 
program for the Amiga, and at $117 not 
a cheap one. Unfortunately it turned out 
to be my least favourite. 

Suffering from distortion and tilted 
horizons, I had a lot of trouble getting to 
work properly in the southern hemi¬ 
sphere. At one stage going outside to see 
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Mars clearly to the east of the Moon, 
while inside Galileo was insisting that 
Mars was on the western side of the 
moon. Although I must admit that it 
does improve with familiarity. 

Another problem was the painful pro¬ 
tection method at the start which in¬ 
volved looking up some obscure question 
in the manual and then entering the cor¬ 
rect word. As most of the questions could 
be answered by the average amateur as¬ 
tronomer it seems a rather good way of 
keeping people who would like to use 
such a program away from it. 

Summing up, out of the four pro¬ 
grams tested, the one I keep using is Sky 
Travel for the 64. Until an Amiga ver¬ 
sion comes out (hope, hope) I am going 
to stick with the 64 version. Both Amiga 
programs are too slow, too hard to set up 
and not as polished as Sky Travel, 
though as I said Galileo is becoming bet¬ 
ter as my ability to use it improves. 

Finally, Star Finder on the 64 also 
gets a plus for ease of use and decent cov¬ 
erage of the solar system. Come on Ami¬ 
ga programmers, how about a planetari¬ 
um for the Amiga which approaches the 
standards set by Sky Travel. ■ 
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Machine Code Tutorial Part 9 

by Andrew Baines 

Following on from Part 8 , Andrew Baines looks at a program that formats 
the high resolution screen with almost the same ease. 


ometimes, mostly while bashing 
away on Easy Script , I become 
i_| frustrated. This is quite a com¬ 
mon occurrence. It is caused partly by the 
lack of WYSIWYG or what you see is 
what you get. 

Another cause is the C64's lack of re¬ 
spect for industry standard, 80 column 
screens. These are marvellous creatures, 
displaying just the right amount of infor¬ 
mation, without wasting it. Being in des¬ 
perate need of a decent 80 column word 
processor, I am prepared to ignore head¬ 
aches, eyestrain, as these will not last as 
long as the satisfaction obtained from 
being able to see what you write. 

There are, of course, excellent WYSI¬ 
WYG word processors about together 
with excellent 80 column word proces¬ 
sors. And to place the proverbial icing 
on the cake, there are marvellous WYSI¬ 
WYG eighty column word processors 
available. I should know. I own one - Pa¬ 
perback Writer '64. 

This is a computer journalist’s dream 
and nightmare all rolled into one. The 
good part is that what appears on the 
screen is exactly what appears on the pa¬ 
per. And what appears on the screen is 
totally formatable, and easily changed. 

This program supports 80 columns, 
and does away with the need for user 
manuals (I really must read Easy Script's 
one day). It has but one drawback that 
stops me from writing this article with it 
and that is that it does not support true 
ASCII files. 

These are files that don’t have strange 
control codes in them. Meaning that I 
can send my article straight to Andrew 
Farrell’s desk in this format, ready for 
typesetting by the computer in Sydney. 
If I even think about control codes, the 


computers that process this page and 
command the Apple LaserWriter will 
cringe, cough, splutter, and simply refuse 
to think (ie they stop). 

This sad state of affairs is not good 
enough. I use word processors too much. 
(Another reason why I can’t wait until I 
can afford an Amiga - 80 columns, 
spelling checkers, dictionaries, the 
works). So, one day I decided that Easy 
Script should be demoted, excellent pro¬ 
gram that it is. 

The result of all of this is that I am 
still using Easy Script to write this arti¬ 
cle, even though the program below pro¬ 
vides a way out of the 40 column syn¬ 
drome. It makes the high resolution 
screen at $2000 (all locations are chosen 
by the user) into a text screen of 80 col¬ 
umns. 

I have yet to link it to CHRIN and 
CHROUT, the Kemal routines that pro¬ 
vide you with your blinking cursor and 
editing facilities. I have yet to write a 
text editor to go with it. This is a daunt¬ 
ing task that will probably never be 
properly completed, as it will be only 
my second major software package. 

As usual, before this program's de¬ 
sign, I sat down at the ’64, determined to 
thump out a good word processor with¬ 
out first thinking about it. This sorry 
state of affairs soon exploded in my face 
as I realised that I had no way of putting 
80 characters on the one line without us¬ 
ing graphics. 

Then I started writing this program, 
and a few weeks (and a lot of late nights 
and lost hair) later, came a finished ver¬ 
sion, which was simple enough even for 
me to understand later on. 

I can never remember how the pro¬ 
gram I wrote last week works -1 usually 


end up rewriting the whole thing just to 
gain understanding. This is an inherent 
problem among programmers. Andrew 
Farrell requested my window program 
"Panes” in July and September 89 issues 
revised so he could follow my antiquated 
style of programming. I was not sur¬ 
prised to find that, while cleaning up my 
code, I could not read nor understand 
what it did either. 

Eighty uses a high resolution screen. 
Do not cringe at this, choosing is easy. 
Most people (including myself) find the 
screen at 8192 ($2000) very useful. It 
also uses colour memory. The default is 
1024 ($400) or the normal text screen. It 
also must have a character set to work 
with. 

I suggest you purchase the disk maga¬ 
zine that this program appears on, as it 
will also contain a character set for use 
with this program. If you would like to 
design your own, use a normal character 
editor, and make two characters in the 
space normally taken for one. Use the 
same order for characters, and don’t wor¬ 
ry about reversed characters, as these can 
be achieved by colour methods. 

If you are using the character editor 
that appears on Commodore’s program¬ 
mer’s utilities disk, this is no problem, 
simply design 128 characters on the first 
grid of 64 characters. Remember to de¬ 
sign upper and lower case on the grid, 
and in the same order as appears on a nor¬ 
mal character set. 

There are five basic routines involved 
in Eighty. This first is at 49152($C000), 
and is for BASIC programmers only. It 
uses the syntax 'SYS 49152, "text or 
string to be printed on high res screen"'. 
This acts just like BASIC’s PRINT state¬ 
ment, but you can’t use TAB, SPC or 
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any other command after it, only varia¬ 
bles, arrays, strings or numbers. 

The second entry point is for machine 
code programmers. It is at 49165 
($C00D), and you must load the Accu¬ 
mulator with the character you want 
printed before calling this routine. 

Before you start printing, however, 
there are several preparatory routines that 
must be called. Firstly, the character co¬ 
lour must be decided. This is calculated 
by choosing the colour of the background 
behind the letter, and adding it to the 
character colour multiplied by sixteen, ie 
- background + character * 16 = total val¬ 
ue. 

Do this on a calculator - it remembers 
what operations go first. The final value 
must be POKEd into 787 ($313). Make 
sure you set your colour before you use 
Eighty. Setting 787 once is enough, just 
so you can see the characters printed. 

The next routine you must call, is the 
clear screen utility, at 49571 ($C1A3). 
It requires no parameters, just SYS 
49571, or JSR $C1A3. 

Almost finished! Now we need to po¬ 
sition the cursor, using the plot routine 
at $49594 ($C1BA). The format is SYS 
49594,x,y - where x and y are the posi¬ 
tions across and down the screen respec¬ 
tively. X ranges from 0 to 79, and Y 
from 0 to 24. 

The last routine is for emergencies. 
Eighty realizes that it must scroll the 
screen when it prints off the end of the 
last line, but if you would like to scroll 
up, SYS 49485. 

Eighty will not recognize characters 
beyond upper and lower case letters, 
space and return. The BASIC version 
will not print a return after every line, as 
it doesn’t recognize semicolons after the 
text string. To print a return simply de¬ 
fine CR$ as CHR$(13), and SYS 49152, 
TEXT$ + CR$. 

Here is the source code for eighty: 

140 *= 787 

150 colorb .byt $10 ; cursor colour. You 
must set this before using the routines, 
otherwise you may not see what is 


printed on the screen. Set it like you 
would the colours for your normal high 
resolution screen. 

160 ; 

170 ; 

180 *=814 

190 point .byt <base,>base; cursor 
position. This is the memory location 
of the cursor. You must set this using 
the plot routine before you use the print 
routine, or things start to go haywire. 

200 ; 

210 ; 

220 *=$c000 
230 jmp start2 
240 ; 

250 xpos .byt $00 ; X position of the 
cursor - not reliable. 

260 ypos .byt $00 ; Y position of the 
cursor - not reliable. 

270 xtem .byt $00 ; Temporary use. 

280 ytem .byt $00 
290 where .byt $00 ; This is how 
Eighty remembers where to put the 
letter - at the beginning or end of the 
eight bits in the byte. If where is zero, 
STA to clear the letter after; if where is 
$FF, ORA to make sure the previous 
letter is saved. 

300 chr .byt $00 

310 set .byt $00, $10 ; Location of the 
character set. This may be put anywhere 
in memory: the basic loader puts it after 
the code. 

320 colour .byt $00, $04 ; Location of 
the colour screen - or the normal text 
screen. 

330 endsc = $3f00 ; These constants are 
used by the scroll routine (and others) 
for various things. This one must be 
Base + $1F00. 

340 endco = $07c0 ; Colour + $3C0. 
350 lastli = $3f40 ; Base + $1F40. 

360 base = $2000 ; Base address of high 
resolution screen. 

370 scrto = $2140 ; Base + $140. 

380 ; Please note that Eighty will not 
turn the high resolution screen on (it 
doesn't know which one), so this must 
be done before Eighty is called. 

390 ; 

400 start cmp #13 ; Is the character to 


be printed a return? 

410 : bne noret; If not, noret. 

420 : ldx #0 ; Do a return - make the 
cursor’s X position zero. 

430 : stx xpos 

440 : ldy ypos ; And increment the Y 
position. 

450 : iny 

460 : sty ypos 

470 : cpy #24 ; If the Y position is 

more than 23, scroll the screen. 

480: bcc loop5 

490 : jmp scroll 

500 loop5 jmp come ; If not, plot the 

new position. 

510 : cmp #32 ; This routine checks 
for unwanted characters. 

520 : bcc ed4 ; Throw away if less 
than 32 (space). 

530 : cmp #192 ; If less than 192, go 
to st2 to check if its greater than 128. If 
so, end. This makes sure we get no duds. 
540 : bcc st2 

550 : sec ; If greater than 191, 
subtract 128 to make it compatible with 
the character set. 

560 : sbc #128 
570: clc 

580 : bcc cont4 ; continue printing. 
590 st2 cmp #129 
600 : bcc note 
610 ed4 rts 

620 note cmp #64 ; If less than 64 (and 
greater than 32), subtract 64 to make it 
compatible with the set. 

630 : bcc cont4 

640 cfl sec 

650 : sbc #64 

660 cont4 sta chr ; Buffer for next 

character to be printed. 

670 : txa ; save the other registers on 
the stack. 

680: pha 

690: tya 

700: pha 

710 : Ida 251 ; save 251 - 254 on the 
stack. 

720: pha 

730 : Ida 252 

740: pha 

750 : Ida 253 

760: pha 
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770 : Ida 254 

780: pha 

790 : Ida point; Put the cursor 

position in (251). 

800: sta 251 

810: ldapoint+1 

820 : sta 252 

830 : Ida where ; check where the 
character has to be printed. 

840 : bne p2 

850 : ldy #0 ; Clear the eight by 

eight grid if the character has to be 
printed in the first nybble (four bits). 

860 : tya 

870 pi sta (251),y 

880 : iny 

890 : cpy #8 

900 : bne pi 

910 p2 Ida set; Put the character sets' 

base address in (253). 

920 : sta 253 


930 : Ida set+1 

940 : sta 254 

950 : ldx chr ; Now we have to test 

to see if the character is odd or even. 
And this part is labelled incorrectly. Odd 
should be even and vice versa. 

But if the character is even (we only test 
zero and one here), we have to get the 
data from the character set for it from the 
second half of the character (normal size 
is eight, we only use four). 

960 : beq odd ; If zero, odd. 

970 : cpx #1 

980 : beq even ; If one, even. 

990 : dex ; Decrement X to account 
for zero. 

1000 : clc ; This routine multiplies 
the character by eight, and divides it by 
two, to find its position in the character 
set. We need to do this to make sure we 
catch the odd ones at the end, to be able 


to separate odd from even. 

1010 add Ida 253 ; 253 is the base 
address of the character set. We add eight 
to it for every two counts of the 
character. 

1020 : adc #8 ; ADd eight to the 
Accumulator. 

1030 : sta 253 ; Store in 253. 

1040 : bcc cont; If there was no 
overflow, continue. 

1050 : clc ; clear the carry, ready for 
another addition. 

1060 : inc 254 ; increment the high 
byte, as there was an overflow. 

1070 cont dex ; decrement the character 
once to check if its odd. 

1080 : beq odd ; if zero, its odd. 

1090 : dex ; if not, we're not finished, 
or its even. 

1100: bne add ; if not zero, not 

finished. 


i 
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SOFTWARE 

$ 

IL4RDWARK DOS 

$ 

DISK DISECTOR 

54.95 

EXCELERATOR DOS 

199.00 

DISK MASTER 

43.95 

DOLPHIN DOS 

169.00 

DOLPHIN COPY 

33.00 

TURBO ROM 

44.00 

DOUBLE IMAGE II 

54.95 



DATASETTE DOCTOR 

34.50 

HARDWARE/ DRIVES 


EXPERT V3.2 U/D 

24.95 

EXCELERATOR + PLUS 

299.00 

EXPERT V3.2 S/D 

24.95 

AMIGA 3.5 

299.00 

FREEZE MACHINE V3.0 U/D 

24.95 

AMIGA 5.25 MASTER 

399.00 

FREEZE FRAME V2.0 U/D 

24.95 

HARDWARE/ MISC 


HARDWARE/ CARTRIDGES 


SLIMLINE CASE 

19.95 

FREEZE MACHINE 

99.00 

ANTI KNOCK 

14.95 

EXPERT V3.2 + U.D. 

135.00 

USERPORT EXP. CARD 

33.00 

QUICKDISC + MK II 

54.95 

JOYSTICK Q/S MK II 

29.95 

GRAPHICS UTILITY 

65.90 

C64 KERNAL 

9.50 | 

FREEZE FRAME 3B 

65.00 

4 SLOT CARTRIDGE EXP 

54.95 

RESET CARTRIDGE 

12.95 



FASTLOAD CARTRIDGE 

19.95 

HARDWARE/ PRINTERS 


ECONOMICAL FASTLOAD 

24.95 

PARALLEL CABLE 

32.95 | 


UNIT 8 HEWITTSON RD, ELIZABETH WEST, SOUTH AUSTRALIA 5113 
Telephone: (08) 287 0191 Telex: AA18&422 Fax: (08) 2871241 
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1110 even ldy #0 ; It was even, so we 
have to push it left to get rid of the 
other character in that byte, ie: it exists 
in the character set in the second half of 
the byte, so we must push the byte left 
to drop the other letter off the end. 

1120: ldx where ; check where it’s 
got to go, in the left or right of the 
screen byte. 

1130 e2 Ida (253),y ; get a byte. 

1140 : asl; shift it left to get rid of 
the other letter. 

1150: asl 

1160: asl 

1170: asl 

1180: cpx #0 ; if where (contained in 

X) is zero, there's no need to move the 
character back to the right of the byte, so 
we can just store it. 

1190: beqcnt 

1200 : lsr ; Where was $FF, so we 
need to move the letter back to the right, 
so it doesn't override the letter already 
there. 

1210: lsr 

1220: lsr 

1230: lsr 

1240 cnt ora (251),y ; Logical OR with 
the screen. 

1250 : sta (251),y ; Store the byte on 
the screen. 

1260 : iny ; if we haven't done eight 
bytes yet, do another. 

1270 : cpy #8 

1280: bne e2 

1290 : beq end ; if we have, end. 

1300 odd ldy #0 ; It was odd, so we 
have to move the character right. 

1310: ldx where 

1320 o2 Ida (253),y 

1330 : lsr ; shift a byte right, to get 

rid of the character on the right. 

1340: lsr 

1350: lsr 

1360: lsr 

1370 : cpx #255 ; is where $FF? 

1380 : beq cnt2 ; if not, store. 

1390 : asl; shift the letter back. 

1400: asl 

1410: asl 

1420: asl 

1430 cm2 ora (251),y ; store on the 


screen along with the other letter that 
could be there. 

1440: sta (251),y 

1450 : iny ; done enough? 

1460 : cpy #8 

1470 : bne o2 ; if not, another byte. 
1480 end Ida where ; change where to 
the other extreme. 

1490: eor #255 

1500: sta where 

1510 : bne end2 ; if where is zero, 

1520 : Ida #8 ; increment the screen 

pointer to the next character. 

1530: clc 

1540: adc 251 

1550: sta 251 

1560: bcc c6 

1570 : inc 252 

1580: clc 

1590 : bcc c6 ; fall through to check 
for end of screen. 

1600 d2 Ida colour ; put the colour 
pointer in (253). 

1610: sta 253 

1620: Ida colour* 1 

1630 : sta 254 

1640 : Ida 787 ; put the colour on the 
screen. 

1650 : ldy #0 

1660 : sta (253),y 

1670: ldx where 

1680: bne d4 

1690 : inc colour 

1700: bne d4 

1710 : inc colour* 1 

1720 d4 rts ; end. 

1730 c6 Ida 252 ; check to see if we 
need to scroll the screen. 

1740 : cmp #>lastli 

1750: bccend2 

1760: Ida 251 

1770 : cmp #<lastli 

1780 : bcc end2 ; if not, end2. 

1790 : Ida #<endsc ; if yes, reset 

pointers. 

1800 : sta point 

1810: lda#>endsc 

1820: sta point* 1 

1830: lda#<endco 

1840: sta colour 

1850: lda#>endco 

1860: sta colour* 1 


1870 : jsr scroll ; scroll. 

1880: clc 

1890: bcc c5 

1900 end2 Ida 251 ; save current screen 
position in cursor vector. 

1910: sta point 

1920 : Ida 252 

1930: sta point* 1 

1940 c5 jsr d2 ; do colour. 

1950 : pla ; get things back off the 
stack. 

1960 : sta 254 

1970: pla 

1980 : sta 253 

1990: pla 

2000 : sta 252 

2010: pla 

2020: sta 251 

2030 : pla 2 

2040: tay 

2050: pla 

2060: tax 

2070 : rts ; end 

2080 scroll ldy #0 

2090 : Ida #<base ; put the base 

address in 251. 

2100: sta 251 

2110: Ida #>base 

2120 : sta 252 

2130 : Ida #<scrto ; and the finishing 

address in 253. 

2140 : sta 253 

2150: lda#>scrto 

2160 : sta 254 

2170 sc Ida (253),y ; copy 253 to 

251. 

2180 : sta (251),y 

2190 : iny 

2200 : bne sc 

2210 : inc 252 

2220 : inc 254 

2230 : ldx 252 

2240 : cpx #>endsc 

2250 : bne sc ; not finished. 

2260 : ldy #0 ; clear last line. 

2270: tya 

2280 cl sta (251),y 

2290 : iny 

2300 : bne cl 

2310: inc 252 

2320 cl2 sta (251),y 

2330 : iny 
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Don't miss out on these great bargains! 

| Australian Commodore Review Disk Mags Nos 1 to 131 

Disk Magazine One $10 

Forest Raiders - Full machine code shoot 'em up 
fyfedte code paint, border, input and flash routines 

Nice Lister - for readable listings on non-Commodore printers. 

Recover II - for recovering deleted files, 

and a catalog program - for getting a disk directory without losing your 
program And More... 

Disk Magazine Two $10 B1 

Programs demonstrating 3D graphic plots 

A terminal program called Teleport 

A tutorial on bits and bytes 

Character editor - for designing your own custom alphabets and 
graphics & A full demonstration of Electronic Card File 

And More... 

Disk Magazine Three $10 

Programs: 

Hangman, Labyrinth, Calendar, Finance, Typing Practice, Roadblock, 
Bird Invaders 

Feature: Constructabrix - education and graphic construction program 
for younger users And More... 

Disk Magazine Four $10 

Featuring: 

Graphic Workshop _ a complete design system for sprites, graphics, 
and character sets - with tutorials 

Also: Typing Tutor - a complete typing program 

Works on errors, counts your speed And More... 

Disk Magazine Five $10 

Utilities for using Newsroom on an MPS 802 plus printing disk cover 
with directories, writing signs, printing Doodle and Printshop pictures 
and more all on the MPS 802! 

A demonstration of games in the future 

And More... 

Disk Magazine Six : $12 

Games: Bert the Bug Home Inventory 

Hangman Graphics: Light Fantastic 

Demos: Amiga Pharoah Utilities- 

Spat* Harrier Max Headroom D|R@828 Djsk 

The Pacer, Sade Fi|er And More... 

Disk Magazine Seven $12 

Utilities: Anti-lsepic, Sledgehammer, Fast Format, Renumber, PS/ 
PM/NR, PS Printer, Graphics Editor. 

Other: Joystick Tester, Irish Jokes, Convertor, Ultimate Writer, Home 
Finance, Oscilloscope, Dice Roller, Chord Maker, Dark Forest, Don Mar¬ 
tin, Funny, Music Classics. 

Demos: Karate Kid II, Thrust Concert, 3D Demo, and more. 

For 128: Bootmaker 128/64 Utility, Convert Basics utility. 

Disk Magazine Eight $12 

Utilities Track and Sector, Function Keys, Unscratched, Relocatable 
directory, Tape Rename 

Home/Business Calendars, Chequewriter, Screen clock 

Graphics ESCOS version 2.99, Newsroom Camera, Clear Screen, 
Future Writer, Demos, Enterprise II, Eddie Murphy 

Games A super special for issue 8. 

Disk Magazine Nine $12 

C64 14 graphics and music demos C128 

Little Invoicer Sprite Clock 128 Disk Filer 

Sprites in the Border 128 Block Reader 

Various games, utilities and graphics Three music programs 

Disk Magazine Ten $12.95 

Cup challenge - sailing simulation 

Amiga memories Escos with Music 

Define your function keys Othello Look-alike 

Compiled Appointment Manager Demos and music 

Disk Magazine Eleven $12.95 

Education: Equation Manipulation, Linear Equations, 

Probability. Utilities: 80 Characters, Graphic Converter, Batch line num¬ 
ber deleter, Function key definition, System call locator 

Dos utilities: Fix directory, Text search, Disk tidy, Drive aligner, Disk doc¬ 
tor. Hi-res jigsaw puzzle. Geos printer drivers. Demos. 

Disk Magazine Twelve $12.95 

Appointment Manager 2.1 - now with print and search facilities. 

Third Term - comms program, dozens of features, menu driven. 

Panes - windowing system. Time Crystal - Interactive graphic demo. At¬ 
lantis - undersea fast action shoot-em-up. 

Circle Navigation, Education Programs, Music, and lots more 

Charles - a graphics adventure Disk Magazine Thirteen Disk Diskassy - Disk utility 

Stowaway - a text adventure $12.95 Disk Label Maker, Icon Changer 

Blackjack - favourite card game Easy DOS - Program for obtaining directory 

Graphic Converter - handy utility Dale, ^ ont Diskassy, Graphic Demos Cruncher BASIC - Compact your program 


Order Form 

Name. 


Address. 


.Postcode. 

^ □ Cheque □ Bankcard □ MoneyOrder 

I No:. 

I Expiry Date. 

I Signature. 


I 


Please allow two weeks for delivery 


_copies Disk Magazine No 1 @ $10 

_copies Disk Magazine No 2 @ $10 

_copies Disk Magazine No 3 (a) $10 

_copies Disk Magazine No 4 @ $10 

_copies Disk Magazine No 5 @ $10 

_copies Disk Magazine No 6 @ $12 

_copies Disk Magazine No 7 @ $12 

_copies Disk Magazine No 8 @ $12 

_copies Disk Magazine No 9 @ $12 

_copies Disk Magazine No 10 @$12.95 

_copies Disk Magazine No 11 @$12.95 

_copies Disk Magazine No 12 @$12.95 

_copies Disk Magazine No 13 @$12.95 

PLUS $2.00 P+P TOTAL _ 


-1 

Post to: I 

Australian Commodore Review 
21 Darley Road I 

Randwick, NSW 2031 | 

OR 

Use your Bankcard and phone ' 
us to order on: | 

(02)398 5111 

Postage & packing $2.0oJ 



















2340 : cpy #>base+32 
2350 : bne cl2 ; if not finished, cl2. 
2360 : jmp $e8ea ; scroll 
low-resolution screen. 

2370 ; 

2380 ; 

2390 start2 jsr $aefd ; retrieve comma. 
2400 : jsr $ad9e ; evaluate expression 
- this routine allows strings or 
numerics. 

2410 : Ida $0d ; check for string or 
numeric. 

2420 : bne prit; string, goto prit. 

2430 : jsr $bddd ; convert FAC1 to 
ASCII string at $100. 

2440 : jsr $b487 ; set up a string. 
2450 prit jsr $b6a6 ; return length of 
string in the Accumulator, and its 
location in ($22). 

2460 : tax ; transfer to the X register. 
2470 : ldy #0 ; index to the string. 

2480 lo2 Ida ($22),y ; output string to 
the screen. 

2490 : jsr start 
2500: iny 

2510: dex 

2520 : bne lo2 

2530 : rts ; return. 

2540 clrscr ldy #<base ; reset pointer. 

2550: sty 251 

2560: Ida #>base 

2570: sta 252 

2580: tya 

2590 stre sta (251),y ; store zero in 
screen. 

2600: iny 

2610: bne stre 

2620: inc 252 

2630: ldx 252 

2640: cpx #>base+32 

2650: bne stre 

2660: rts 

2670; 

2680; 

2690 plot jsr $79 ; CHRGOT. 

2700 : jsr $e200 ; evaluate 
expression, returning number in X 
register. 

2710: stx xpos 

2720 : cpx #80 ; make sure the 

number is less than eighty. 

2730 : bcc okay ; okay. 


2740 : jmp $b248 ; illegal quantity 
error. 

2750 okay jsr $e200 ; get the Y value. 
2760 : stx ypos 

2770 come ldx xpos ; Halve the value 
of the X position. 

2780: txa 

2790: lsr 

2800: tax 

2810: stx xpos 

2820 : bcc seco ; set where according 
to the left overs. 

2830 : ldy #255 

2840 : sty where 

2850 : bne thi 

2860 seco ldy #0 

2870 : sty where 

2880 thi Ida #>base ; reset base. 

2890 : sta 252 

2900 : Ida #<base 

2910: sta 251 

2920 : cpx #0 ; if X is zero, goto Y 
routine. 

2930 : beq proy 

2940 xm clc ; add eight for every X 

position used. 

2950: Ida 251 

2960: adc #8 

2970: sta 251 

2980 : Ida 252 

2990 : adc #0 

3000 : sta 252 

3010 notO dex ; decrement the X 

register. 

3020 : bne xm ; if we’re not finished, 
next X. 

3030 proy ldx ypos ; now for Y. 

3040 : cpx #0 ; end if Y=0. 

3050 : beq fi 

3060 : cpx #25 ; Is Y greater than 
25? 

3070: bcc addy 

3080 : jmp $b248 ; if so, illegal 

quantity error. 

3090 addy clc ; add $140 for every 
count of Y. 

3100: Ida 251 

3110: adc #$40 

3120: sta 251 

3130: Ida 252 

3140: adc #1 

3150: sta 252 


3160: dex 

3170 : bne addy ; if Y <> 0, do some 
more. 

3180 fi Ida 251 ; put the final result 

in the pointer for Y. 

3190: sta point 

3200: Ida 252 

3210 : sta point* 1 

3220 : sec ; read the cursor position 

on the current colour line. 

3230 : jsr $fff0 

3240: txa 

3250 : ldx ypos 

3260 : sta ytem ; save old position 

for later. 

3270: tya 

3280 : ldy xpos 

3290 : sta xtem 

3300: clc 

3310 : jsr $fff0 ; plot new position. 
3320: clc 

3330 : Ida 211 ; low byte cursor 
position. 

3340 : adc 209 ; column number. 

3350 : sta colour 

3360 : bcc n9 

3370 : inc 210 ; high byte cursor 
position. 

3380 n9 Ida 210 

3390 : sta colour* 1 ; set colour from 

cursor positions. 

3400 : ldx ytem ; restore old cursor 
position. 

3410: ldy xtem 

3420 : clc 3430 : jmp $fff0 ; 

KERNAL PLOT routine. 

Well, that's the basic program. I’ll 
probably get around to writing the word 
processor soon, and release it on disk. 
Don’t count too much on it though. Next 
month, the continued listing of 
KERNAL routines. 

If you have any ideas for this column, 
please share them with us, chances are 
that they will be printed. Don't send 
them to the main cave in Sydney, they’ll 
never get to me. Send them to: Andrew 
Baines, 18 Roma Avenue, Wallacia 
2750. ■ 
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Modifying games CP 

Mario Amelia 


once bought a game for my comput¬ 
er which boasted "over 20 different 
screens". It was a platform type 
game, where you control your character 
with the joystick, and jump about on dif¬ 
ferent platforms picking up various items 
and dodging monsters. You advanced to a 
new screen when you picked up all the 
items, but lost a life if a monster touched 
you. When you lost three lives, the game 
restarted at the first screen again. 

Although I'm no slouch with a joy- 
sick, I found it impossible to get past the 
third screen, even with the game set at 
the beginners level. I feel that this is un¬ 
fair to myself and other people with my 
level of joystick expertise, as we are not 
able to access the "over 20 different 
screens" that we paid for. 

What's more, I get sick of having to 
go through the same three screens over 
and over, always knowing that I'm never 
going to get past screen number three. I 
simply stopped playing the game about 
two days after I bought it, and haven't 
played it since. All of this leads me to 
the main theme of this article - how to 
modify your machine code games to 
make cheat versions. 

Cheat versions 

First of all, what is a cheat version? 
It is simply a modified game in which 
you are unable to lose a life, so that you 
can continue playing as long as you like, 


giving you a good chance to reach those 
previously impossible levels. 

There is a cartridge available which 
claims to have this effect on your games 
if you have it plugged in while playing. 
As I have permanently modified several 
games myself I will try to explain some 
methods for doing it yourself. 

These methods will require some 
technical knowledge. A familiarity with 
the use of a machine language monitor, 
such a Micromon or Supermon will be 
assumed, as well as a basic understanding 
of machine code. Don't let this put you 
off if you know nothing about machine 
code, as reading this article just might 
encourage you to start learning it. 

If you're going to try it, the most im¬ 
portant thing to do is to make a backup 
copy of your game first, and only experi¬ 
ment on this copy. 

Sprite collision 

There are different ways of making 
cheat versions of games, but in this arti¬ 
cle, I'll concentrate on disabling sprite 
collision detection. 

In most games, the characters that 
move about on screen are sprites, and of¬ 
ten their collisions are detected by reading 
memory location 53278 (hexadecimal 
SDOIE). When this location reveals that 
a collision has occurred in a game, you 
usually end up losing life. If you disable 
the collision detection, then you could 


theoretically keep playing forever, never 
worrying about touching monsters, or 
getting hit by bullets etc. 

What you will have to do first is to 
load the game into memory through a 
machine code monitor. A monitor which 
sits at location 49152 will leave all of 
the BASIC RAM area free for you to 
load the game into. 

Most monitors have a Search or Hunt 
facility. Use it to search through the 
game for the occurrence of the following 
three bytes shown in hexadecimal AD IE 
DO. 

These three bytes represent the com¬ 
mand LDASDOIE. Games that use colli¬ 
sion detection often use this command to 
read the collision detection register. 

If you change every occurrence of 
those three bytes to A9 00 EA, which 
represents LDA#SOO NOP, then that 
might be the only modification required. 
This will tell the game that no collisions 
have occurred, by putting a zero into the 
A register every time it wants to read the 
collision register. The NOP is there to 
occupy the one byte that is left over from 
the change. 




DISKETTES (PktlO) 


energy 

CONTROL 


Lifetime Guarantee 


26 Boron St Sumner Park 
Brisbane OLD 4074 
Fax (07) 376-3286 


Phone 

(07) 376-2955 


5 

5 

3 

3 


1/4 D.D 
1/4 H.D 
1/2 D.D 
1/2 H.D 


360K 
1.2MB 
720 K 
1.2MB 


$6.42 

$17.88 

$19.90 

$49.90 


tax inc. 100% Error Free + p&p 
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When you have made the modifica¬ 
tion, save the game back onto disk, then 
try loading and running it. It may not be 
successful the first time, especially if the 
bytes AD IE DO occur more than once. 
You may need to experiment with chang¬ 
ing only one set of bytes at a time, they 
trying it out. 

If you cannot find the combination 
AD IE DO try looking for AE IE DO 
(LDXSDOIE) or AC IE DO 
(LDYSDOIE). The LDX and LDY com¬ 
mands have the same effect in reading the 
collision register as LDA, but they need 
to be modified differently. Change AE IE 
DO to A2 00 EA, and change AC IE 
DO to AO 00 EA. Once again, this may 
require some experimentation. 

Loading and saving 

One of the main problems you may 
encounter is in the loading and saving of 
the game through the machine language 
monitor. You should try to load the 
game into memory area that it normally 
occupies when you play it. However 
some games that load into awkward 
memory location, such as the area where 
your monitor is sitting, may need to be 
loaded into BASIC RAM as previously 
mentioned. 


You can then modify it and save it to 
disk, but the new version will load into 
the BASIC RAM area where it was saved 
from. If this is the case, then you will 
need to alter the load address shown on 
the game’s first sector on the disk in or¬ 
der for it to load into its correct memory 
location. 

The technique for doing this could fill 
another article, so I’ll leave it to you to 
learn it from one of the many books on 
the subject of the Disk Operating Sys¬ 
tem. 

I hope that this article will entice 
some people into trying to modify their 
games. You may need to use your own 
initiative and elaborate a little on these 
techniques in order to achieve success. 

Many games will not respond to the 
method outlined above, but I was suc¬ 
cessful in modifying the following 
games - Impossible Mission, Cauldron, 
Munch Man, Jet Set Willy, Jump man, 
Arabian Nights, Manic Miner, and a few 
others. 

Apart from disabling sprite collision 
detection, some games can be modified 
so that they give you an unlimited num¬ 
ber of lives, but that’s a different story.B 



PRINTER RIBBONS 


MPS 801 11.75 

MPS 802 12.00 

MPS 803 11.00 

MPS 1000 9.25 
MPS 1200 12.50 
MPS 2010 17.50 
Vic 1520 17.50 


Epson EX800 18.50 
Epson MX 800 14.50 
Epson LQ1000 17.00 
P’sonicKXP 12.50 
Riteman C+ 16.00 
Star NX10 13.00 
Star NX 1000 9.00 


* hundreds of other ribbon bargains 
'single colours available for most types 
* Heat Transfer ("Underwear") ribbons 
* complete ribbon recycling service 

Lazarus Ribbons 

70 Wolseley Rd tel: (02) 960 2737 

Mosman NSW 2088 fax: (02) 968 1276 



Cockroach 

Software 

PO Box 

1154 

Southport 4215 

Cockroach 

$42.00 

Turbo Rom 

inc postage 

Cockroach 

$69.95 

Graphics 

Utility 

inc postage 



CHARLIE'S 

COMPUTER 

WORKSHOP 


COMMODORE REPAIRS 
& SPARE PARTS 


AMIGA 1.3 Kickstart ROM Available 

FREE SOFTWARE 
with C64 REPAIRS 

FAST SERVICE at REASONABLE PRICES 
* REPAIRS by MAIL* 

Open weekdays 8.30-5.00 


2A HARPER ST, ABBOTSFORD, 
3067. PHONE: (03) 417 4644 
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Suite 64 

Disk Magazine 14 


Features 



Electronic Cad Package 

Design electronic circuits using two sets of predefined component symbols, 
alternatively define your own symbols. Use for any architectural or 
planning application. 



Software Cataloguer 

Keep track of all your favourite programs, which disk they are on and the 
type of file. Sorts and prints. 


❖ 


❖ 


❖ 


❖ 


❖ 


❖ 


❖ 


Character Thief 

Extract redefined character sets from commercial games for your own 
personal use. 

Pointer C64 - 

Give your C64 an Amiga pointer. This amazing function is accessible from 
BASIC with examples of use included. 

Best single disk file copier 

An easy to use program for moving files around your disk. Collection 
allows wild cards format from program and multiple copies. 

Never ending scroll 

Edit and design your own message scrolling across the screen in a variety 
of colours with optional flashing and at whatever speed you require. Saves 
to a machine code program which can be run. Works from IRQ. 

SEQ file reader 

Enables you to view sequential files such as those produced by Easy Script 
on screen. 

CompuPage 

A fun game for up to four players. Based on the popular board game 
Pay Day. 


Please send me issue 14 of Suite 64 @ $12.95 □ Detach and send to Gareth Powell Publishing 

Please send me issue 13 of Suite 64 @ $12.95 □ 21 Darley Road Randwick, 2031 

Please send me issues 1 -6 @ special price of $49.95 □ Or Phone (02) 398 5111 with Bankcard Order 

(For more information on back issues see our advertisement in this issue.) 

Name:. Address:. 


.Postcode:. 

Cheque □ Bankcard □ No.:.Expiry Date:. 

Signature:. 

Please add $2 for postage and packaging and allow two weeks for delivery 












An Introduction to the C Programming 
Language Part 5 

by Adrian Sheedy 


Variable Longevity 

In BASIC, every variable that you 
use can be changed or accessed from any¬ 
where within the program, i.e. They are 
’Global' variables. 

For example, if you let the variable 
’A' equal 2 at the beginning of a BASIC 
program, and then call a subroutine 
which changes 'A' to 4, then ’A’ is glo¬ 
bally changed to equal 4. The value of 'A' 
will be present everywhere in the pro¬ 
gram. 

This 'globality' of BASIC variables is 
a haven for program bugs. How often 
have you changed the value of a variable 
only to find it has caused some other un¬ 
desired side effect. Such effects can be 
minimized with C. This protection is 
provided by variables not always being 
alive everywhere in the program. 

When the area of program in which a 
varible is ’alive’ is defined, debugging can 
be greatly simplified because you know 
exactly what is happening to any variable 
at any time. In a less strict language it is 
easy to perform an operation on a varia¬ 
ble when you didn't mean to. And if this 
is done in a far off place in the depths of 
your code then it will prove difficult to 
find. 

Thus with the added difficulty of hav¬ 
ing to understand variable lifetimes, bet¬ 
ter named ’scope', you gain the advantage 
of simpler debugging, more maintainable 
code, and code that is more easily under¬ 
stood by others. As you will see, this 
added difficulty is not such a great burden 
to bear for any newcomer to C. 

Variable Scope 

There are four places where the scope 
of a variable pertains: blocks, functions, 
function definitions, and files. The scope 


of any variable within one of these con¬ 
fines means that the variable will become 
visible upon entering the confine and 
will end on exiting it. 

For instance, a variable with function 
scope becomes visible at the beginning 
of the function, and ends at the end of it. 
Table 1 lists the types of scope and place 
where that scope can be used in a pro¬ 
gram. (see table 1 below) 

Function Scope 

Labels are the only type of variable 
which has scope over a whole function 
and labels must be unique within a func¬ 
tion. i.e. Another variable with the same 
name cannot be re-declared in a block in 
that function. They can be used in other 
functions without any conflict, (see ex¬ 
ample 1) 

Block Scope 

A block is any portion of code which 
is bound by open and close braces: {, and 
}. Such variables are typically called Lo¬ 
cal variables since they are only known 
locally to that block. There is one small 
exception to this involving 'local exter¬ 
nals' which will be discussed next 
month, (see example 2) 

'A' has scope over the whole func¬ 
tion. 'B' only has scope over the block in 
which it is declared. Therefore the first 
printf will give A=1 and B=2. But the 
last printf will cause an error because B 
has gone out of scope after the close 
brace. 'B' has block scope. 


Table 1 


File Scope 

These variables are those which are 
declared outside of any function. The 
scope begins when the variable is declared 
and ends when the current file has been 
analyzed. This means that when a varia¬ 
ble with file scope goes into scope it can 
be seen by any function or variable below 
it, but not above it. (see example 3) 

Since 'A' is declared outside and after 
'main()' it is not known to 'main()’. In 
other words, the scope of 'A' is not 
known until it is declared. Only then can 
'A' be referenced by the parts of the pro¬ 
gram which follow it. 

Function Declaration 
Scope 

This is the easiest to remember of all 
the scopes. It is simply a variable de¬ 
clared in a function declaration. The scope 
ends when the declarator ends. If however 
the function declaration is the function 
definition as well, then the scope is over 
the whole function as with Function 
scope. 

Advantageous Scope 

So how do you use scope to your ad¬ 
vantage? Well the idea is that you keep 
variables alive only in the places where 
they are actually used. You could declare 
all variables at the beginning of your pro¬ 
gram so that they all can be referenced 
from anywhere. 

But this is not using C to its fullest 


Type of Scope 

Variable Visibility 

Function 

Labels 

Block 

Declarations inside a function 

File 

Declarations outside a function 

Function Declaration 

Declarations within a Function Declaration 
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capacity, and is most un’C’like behavior. 
If a variable isn't used in a function, then 
don't let it get there by giving it larger 
scope than it needs. 

Now examine this example in which 
the variable ’A' goes in and out if scope 
at various levels: (see example 4) 

The output is : 

A at a is 4 
A at d is 5 
A at b is 3 
A at c is 4 

At point 'a', 'A' is a local variable 
within main(). The first declaration of 'A' 
is put to the side when it is redeclared. 
This doesn't mean that the first 'A' is 
dropped for the new one, it has just taken 
a back seat for the time that the new one 
is in scope. This is why at point'd' it is 
equal to 5. 

The 'A' declared in main() is out of 
scope so the old one is reinstated and is 
active. At point'd' there is no local dec¬ 
laration of 'A' so it picks up the file 
scope 'A'. At 'b', 'A' has block scope 
since it was declared again after the open 
brace. So the value at 'b' is naturally 3. 

Both of the previous 'A’s were put on 
the back shelf (but not forgotten) while 
'A = 3 took prominence. This is valid C 
and illustrates how you can declare varia¬ 
bles closer to where they are used. At 'c', 
'A' is seen as a local variable within 
main(), the same as at point 'a'. 

Note : Some may find it confusing 
that I have used 'A' so many times in the 
one program. This was done just to illus¬ 
trate how variables are seen and then not 
seen, depending on where you are in the 
program. 

We could have used different variables 
for each of the three places here, but then 
it would be difficult to see when each one 
was turned on and off. 

Note also: These example programs 
presented here are for clarification purpos¬ 
es and will not necessarily compile with¬ 
out some minor adjustments. 


That should do for this month. Next 
time we will clarify the points given 
here and take a look at an even juicier 
concept of C programming: Linkage. 
And maybe even take a peek at pointers. 


All of these very technical installments 
of this column are bringing you to the 
point where you can write efficient and 
easily maintainable code which takes ad¬ 
vantage of all of C's best features. ■ 


Example 1: 

Example 3: 

void func (int) ; /* function declaration */ 

void func () ; 

main() 

r 

main() 

1 

func (1) ; /* calls func () */ 

l 

func () ; 

/* and passes 1 to it */ 

i 

printf ("%d\n M , A) ; /* error */ 

) 

/ 

void func (A) /* function definition here */ 

I 

int A = 1 ; 

int A ; /* 'A' has function scope */ 

r 

void func () 

( 

l 

printf ("%d\n", A) ; 

l 

printf ("%d\n", A) ; /* A = 1 */ 

/* other stuff */ 

j 

) 

'A' is visible right throughout the function 


'funcO'. 


Example 2: 

Example 4: 

main() 

int A = 5 ; /* file scope */ 

{ 

main() 

int A = 1 ; 

{ 

if (A = 1) 

int A = 4 ; /* local within main */ 

{ 

printf ("A at a is %d\n", A) ; 

int B = 2 ; /* block scope until the */ 

func () ; 

/* next close brace */ 

{ 

printf ("A=%d, B=%d\n", A, B) ; 

int A = 3 ; /* block scope */ 

} 

printf ("A at b is %d\n", A) ; 

printf ("A=%d, B=%d\n", A, B) ; /* error */ 

} 

) 

printf ("A at c is %d\n", A) ; 


) 

func () ; 
r 


l 

printf ("A at d is %d\n". A) ; 

} 
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Prepare for the ultimate fantasy when the 

f,m official Advanced 
DungeonsoPragons 

Game Product comes alive on your computer! 



Commodore 64/128. A ... 
IBM PC/Compatibles. 
Conversions are in the 
works for Apple f 

.ind other personal ,, r 
computers. 




O QT proudly presents 
Ov3X Pool of Radiance , 
the culmination of its collabo¬ 
ration with TSR to bring the 
legendary ADVANCED 
DUNGEONS & DRAGONS® 
fantasy role-playing system to 
your home computer. 

Pool of Radiancf: is set in the huge, 
complex world of the Forgotten 
\ Realms, a world brought to life by 
A ^ the combined talents and skills of 
Y J: top designers and programmers 

y' from both companies. Its game 
system adheres faithfully to AD&D® 
standards. Its state-of-the-art graphics 
push the very limits of the computer’s 
capabilities. The only way to believe it is 
to experience it for yourself— wherever 
game software is sold. 

Look for the entire line of AD&D 
computer products coming soon 
from SSI. 


©1988 TSR, Inc. ©1988 Strategic Simulations, Inc. 
All rights reserved. 


Roll up your 
characters 
and sec their 
portraits 
and charac¬ 
teristics. 
(C-64/128 
screen 
display.) 




Distributed in Australasia by: 

Entertainment & Computer Products Pty. Ltd. (ECP) 
4/18 Lawrence Drive, Merang, Gold Coast 4211 Qld. 
Telephone (075) 96 3488 


Every single 
monster type 
is individu¬ 
ally drawn 
by superb 
computer 
graphics. 
(IBM PC 
screen 
display.) 


Kc 
























Adventuer's Realm 


Adventurer's Realm 

by Michael Spiteri 


W elcome once again to the dark and mystic caverns 
of Adventurer’s Realm, Australia’s only adventure 
-———Jl column for crusaders on Commodore computers 
and Amigas. 

If you are stuck in an adventure, can give help in an adven¬ 
ture, or just have something to say about an adventure, then 
enclose a stamped addressed envelope, and write to ... 

Adventurers Realm, 1/10 Rhoden Court, North 
Dandenong, Vic 3175. 

If it's wargames you are into, then Barry Bolilho is always 
around to chat with, so just mark the envelope Wargame Sec¬ 
tion. 

Those of you who love role-playing games, Kamikaze 
Andy and his Dungeon has all the hints and tips required to get 
you out of a sticky spot. Write to: 


Role Playing Dept, 44 Hawkesbury Drive, Wille- 
ton, WA 6155. 

New free hint sheets ! 

Thanks to David McKinney, we now have hint sheets for 
Bards Tale II and Bards Tale III. They're pretty big beasts, so 
please only ask for them if you desperately need them. The 
other free hint sheets are still available: 

Bards Tale I, II, III, Zork I, II, III, Hitchhikers Guide to the 
Galazy, Lord of the Rings, The Hobbit, Castle of Terror, Bor¬ 
rowed Time, Faery Tale, ZZZzzzz, Never Ending Story, Pirate 
Adventure, Advcnlureland, The Pawn, Dracula Pt /. 

Make sure the envelope you enclose is big enough to 
handle the hint sheets you require - and don't ask for ALL of 
them! ■ 


Reach for the Stars 
was an international ' 
hit when it was re¬ 
leased many years ago. 

It broke new ground for 1 
Australian software , and ] 

Strategic Studies Group , led 
by authors Roger Keating 
and Ian Trout , went on to re¬ 
lease many classic wargames , 
starting with Carriers at War. 

Reach for the Stars at the time of its 
initial release was labelled as a strategic 
programming marvel with its easy-to-use 
total menu driven control that SSG have 
become so famous for. Well, many years 
down the track, the huge box has shrunk¬ 
en down and the menu-driven control has 
been enhanced to almost perfection. And 
for the first time ever, it appears live on 
the Commodore Amiga. 

What is Reach for the Starsl It is a 
strategy game that involves exploring the 
vast galaxies, colonising promising plan¬ 
ets and dealing with alien threats that 
might pop up now and then. 

Once you have chosen a planet, you 
then have to decide how to allocate cer- 
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tain resources such as defence, research 
and development, environmental and so¬ 
cial factors, consumer contentment and 
industry. Once you've done that, and you 
think you've done a pretty good job, you 
can do it all again on another undiscov¬ 
ered distant planet. If you are mean 
enough, you can attack some of the colo¬ 
nics created by your opponents (computer 
player and/or humans(?)). 

There are always four empires in eve¬ 
ry game, so if you play by yourself, the 
computer controls the other three em¬ 
pires. So in effect you can have as many 
players as you want - just team them up 
into the four groups. 

There are too many features about 
Reach for the Stars to all be mentioned 



in this review, but 
its greatest feature 
has to be its flexibili¬ 
ty. 

The number of 
ways this game can be 
played is beyond mil¬ 
lions. You can spend your 
time developing colonies, 
making them powerful over the 
years. Or you can be a Barry Bolitho and 
treat it as a wargame and attack every¬ 
thing in sight - yes, become a mean 
green fighting machine! You can colon¬ 
ize planets just for military purposes, or 
the opposite, just as a huge holiday 
camp. You can even team up with every¬ 
one else and strategically bash up the 
computer player! 

As I mentioned before, gameplay in¬ 
volves using the easy-to-use menus to 
get things done. You examine planetary 
maps and charts, and allocate power to 
each of the above-mentioned resources. 
You can then jump on a spaceship and 
explore the galaxy to see what's happen¬ 
ing. You might want to start a starship 
battle and conquer more worlds! 
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The game is set up like a board game 
where each player has his turn to do 
something. The computer allocates victo¬ 
ry points depending on your performance, 
and the winner is the person whose vic¬ 
tory points are more than all the other 
players - combined! v 

More emphasis has been put 
on strategy and gameplay 
rather than sound and _/? 
graphics, so don't be sur¬ 
prised if you don't see any pretty pictures 
- that's not what the game is all about. 
The graphics that are in the game are 
crisp and colourful, especially on the 
Amiga version, and the sound is just 


the basic sound effects. Also 
the Amiga version plays 
much quicker than the 64 
version. 

Documentation is 
clear and adequate, with a 
special section for new¬ 
comers. As for hours 
spent playing the game? 
Very many. However, a 
SAVE utility has also 
been included for conven- 


is a game that should be enjoyed by ad¬ 
venturers, role-players and wargamcrs - 
maybe that's why it has become so cuc- 
cessful. The game has built up a cult fol¬ 
lowing, so finding special interest groups 
and new opponents shouldn't be much of 
a problem. For around S50, Reach for the 
Stars is money well spent, and with the 
improved gameplay of the Third Edition, 
enjoyment should be guaranteed.Not to 
be avoided, third time around. ■ 


JS icnce. Colour maps are 

Published by Strategic Studies; 

■V also included in the 

Group.For the Amiga and C64. 

W ^ package. 

H H Reach for the Stars 

Rating: 95 out of 100 


The Dungeon 

by Kamikaze Andy 


Roleplaying Games 

(continued from last month) 

Once your characters are up and run¬ 
ning, numerous options are available. 
Your party may decide to indulge in 
some ore-bashing. Or perhaps they would 
prefer a pint at the local inn. Conversa¬ 
tion with other characters is the usual 
means of picking up clues and various 
bits of information in most RPGs. 

By far the most important factor in 
any RPG is combat. Only through fight¬ 
ing can your characters improve on their 
statistics. Success in combat increases 
one's attributes, as well as giving some 
experience points and, more importantly, 
gold and discarded weapons can be gotten. 

Modes of combat differ according to 
the scenario of the RPG you are playing. 
Those set in worlds of fantasy may have 
a choice of weapons to wield during 
battle, as well as the use of magic spells. 
Futuristic RPGs allow for the use of la¬ 
sers, missiles and LAW rockets (WOW!). 
All in all, massive destruction is 
wrought, but be careful or your party 
will bear the brunt of the onslaught. 

Once you've mastered the basic con¬ 
cepts of whichever RPG you're playing, 


it will be easy to ready yourself for the 
main task at hand. This may range from 
killing the bad guy (as in most RPGs) to 
becoming an Avatar (as in Ultima IV). 
More often than not, the RPG contains 
several subquests which yield to your fi¬ 
nal goal, and they must be completed in 
order to more on in the game. 

"Gee, what types of RPGs are out 
there, Mum?" 

Most of the RPGs released today are 
set either in futuristic, science-fiction 
worlds, or in a medieval, fantasy realm 
populated by dragons and trolls. Futuris¬ 
tic RPGs use either space or a post 
WWIII earth, examples being Starflight 
for the former, and Autoduel or Waste¬ 
land for the latter. Scifi RPGers can se¬ 
lect from an arsenal of rockets and guns 
as offensive weapons. While an impres¬ 
sive range or armour is also present, 
ranging from Pseudo-chitin armour to 
leather spiked boots. Futuristic means of 
transport are also available, including 
skimmer-craft and spaceships. 

In contrast, fantasy based RPGs only 
allow horses or boats as modes of move¬ 
ment, although Ultima IV featured a bal¬ 


loon, and Ultima V has a flying carpet. 
Weapons range from maces, to balbers, 
to two-handed swords. Among the more 
famous fantasy RPGs around today arc 
the classic Ultima series, the Bards Tale 
series, the Questron and Wizardry series, 
Dungeon Master, Faery Tale, and the re¬ 
cent release of Pools of Radiance, the of¬ 
ficially licensed AD&D computer role- 
playing game. 

Lately, there has been a trend to intro¬ 
duce role-playing elements into normal 
adventure games. Last year Infocom came 
out with Beyond Zork, a text adventure 
with some roleplaying in it. Another 
1988 release, Legend of the Sword (MS: 
see review in jan 89 issue) also contained 
roleplaying features. As a sequel to Leg¬ 
end is already in the works, and Infocom 
has continued its direction towards more 
traditional RPGs omn new releases such 
as Battletech, Journey and Zork Zero, 
perhaps this indicated how fast the RPG 
market is growing. Who knows, maybe 
even Magnetic Scrolls will start to turn 
towards the RPG arena! 

Next month: Perspectives and . . . 
conclusion! ■ 
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Problems, problems and more 
problems 

(or the Troubled Adventurers' Dept) 


Tony Newmann has since left Zork to 
trouble me with OO-TOPOS problems. 
He cannot get the nav-chip (apparently it 
is too radio-active to touch). He would 
also like to know if it is possible to talk 
to Grix. 

Another regular, Jason Butler, is hav¬ 
ing problems in Classic Adventure. All 
he wants to know is what to do in the re¬ 
pository at the end of the game. 

David Oxley of Deniliquin in NSW is 
stuck in Holy Grail. David wants to 
know how to cross the five after leaving 
the cave. Also, how do you get rid of the 
knight who says (NIC) , and how do you 


enter the castle without being killed by 
the guard. 

David McKinney is famous for being 
stuck on the same problem for months 
on end. He still wants to know how to 
kill the evel Lich in the Helm, and he 
still wants to know how to get Dracula 
Pi 1 to tell him his name is Harker! 

Beverly (the beaver) Weegan is hav¬ 
ing great parmucles in a game called The 
President is Missing , and she asks the 
following questions . . . 

1) How do you get to see the confiden¬ 
tial files? 

2) How do you get access to the files of 
data? 


3) What are the numbers in the photo¬ 
graphic files? 

4) Where is the Official Report found in 
the documents? 

Jamie Roelofs of 10 Mararoe Avenue, 
Norseman, WA 6443 is stuck in the 
Holy Grail. His problem is that he can 
get to the grail, but the cave he passed 
has a wizard practising his magic with 
fireballs, and he found that when he pass¬ 
es back through with the grail, he dies. 
Can anybody send Jamie the answers to 
his problems. Ta. 

Beth Herring is stuck in Drak , a very 
kinky game! She writes . . . 

M How do I get the chained woman 
down and when I do will I then be able to 
pick up the crowbar?" 


The Smart Adventurers Dept 


Game: Drak 
For: Glen Williams 

From: Beth Herring, A. Bruckner and Da¬ 
vid Oxley 

Problem: Painful plant 
Help: Eat some garlic, then you should 
be able to pass the plant. Or, throw the 
cap over the kay. 

Game: Drak 

For: Simon Rawlings 

From: Beth Herring and David Oxley 

Problem: Troublesome dog. 

Help: Drop the bones near the dog. 


Game: Arazoks Tomb 

For: G.A. Hockey 
From: Fatty M. 

Help: To operate the TV screen, you need 
the disk (found past the revolving wall). 
To enter the travel tube you have to get 
the power pack and remote control. A car 
will come and carry you off. When you 
exit the car, do not go up - that is where 
the snake is. There is a ramp which goes 
down. By getting in the car and going 
you have therefore got past the snake. 


Game: African Safari 

For: Glen Williams and Simon Rawlings 
From: Beth Herring 
Problem: Lost in the desert. 

Help: Find the signs and follow the direc¬ 
tions they give. 

Game: Dracula Pt 3 

For: Brendan Bums 

From: Mr M. Morris 

Problem: Catching the right train. 

Help: When you are on the platform, go 
west, south, south. This will take you to 
the other line, and remember who you are 
going to see. 


Realm's super hints and tips - Part El 


Planetfall 

• A Ladder is good for getting over 
rifts. 

• Transmission console needs a coolant. 

• Ask Floyd to get the fromitz board 
from the storeroom. 


Spiderman 

• Don't know what to do with the 
gems? Drop them in Madame Web's 
room. 

• Push elevator when stuck in a shaft. 

• Raise thermostat to empty aquarium. 

• Feel the directions in the cloud. 

• The maze is simply down five times. 


Seabase Delta 

• Enter 104 and 199 to launch small 
missile. 

• Make a pancake and throw itat the 
lens. 

• Reflect the light with some foil. 

• Examine the auto to use the auto¬ 
clerk. 

Wear flippers to get to the table. 
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Snowball 

• To revive female crew member, take 
the coffin to the revival chamber. 

• Do not cut the tubing. There is anoth¬ 
er exit. 

• Space helmet and suit required to leave 
the ship. 

• The maze is a web of cables connec¬ 
tion the main ship to the drive units. 

Bards Tale I (by Mr. M. Morris) 

You need never run out of money in 
this game. All you have to do is give all 
your money to one of the characters, and 
them remove the character while inside 
the Guild. Then add that character to the 


party. Do the same to all the members of 
your party. Without saving the party to 
disk, switch off the computer. You have 
just multiplied your money by six. 

Bards Tale II (by Mr M. Morris) 
This tip only works if you have Bards 
Tale /, or a BTI character disk. While 
you are in Garth's equipment shoppe, in¬ 
sert the BT I disk and buy something. 
You will find you can buy anything in 
the game, including all segments of the 
Destiny Wand for 20,000 each, or even 
the complete wand. Using the above tip 
for BT /, you should be able to raise 
enough money by upgrading characters. 


Zorkl 

• Don't kill the thief unless you have 
already worked out how to open the egg. 

• In the loud room, echo!! 

• Turning a bolt with a wrench will 
open gates. 

• In the forest, wave the sceptre. 

Zork2 

• Well, what is the answer to the riddle? 

• Brick, string and paper makes a bal¬ 
loon fly. 

• Red, blue and clear spheres make a 
black one! 

• Wave the wand at a certain rock, then 
chant float. 


Guide for contributors 


E VERY MONTH WE receive dozens 
of submissions from would be 
writers. For these we are most 
grateful. If you have considered 
writing for the Australian Amiga and 
Commodore Review, here's a few guide¬ 
lines. The majority of contributions are 
accepted, however as we have a larger 
number to choose from these days, a few 
more stringent guidelines need to be met. 

Style: Easy to read, entertaining and 
informative. We aim to be an enjoyable 
easy to read publication - with a smatter¬ 
ing of technical articles for those so in¬ 
clined. We are most interested in tutorials, 
"how to" type articles, and general hints 
and tips. Programs are also sought after 
for our disk magazines, Suite 64 and Ami¬ 
ga Live! 

Format: Don't include any formatting 
such as printer controls, centred headings, 


print styles etc. Put a space after commas 
or full stops. Do not indent paragraphs. 
Numbers under 10 should be typed. We 
prefer contributions on disk - Commodore 
64/128, Amiga, MS-DOS and even Macin¬ 
tosh. Don't double space. Just a straight 
ASCII text file is all we require. We also 
accept contributions via modem once you 
become a regular contributor. Baud rates 
of 300, 1200, 1200/75 and 2400 are sup¬ 
ported. 

What to include: A brief letter, if 
it's your first effort. Your phone number - 
this is the most important thing! And put 
your name at the top of the actual article, 
not just on the letter. 

What you get: Fame and a little for¬ 
tune. Writing is a lot of fun. You'll get 
payment of $50 per 1000 words - paid 
about one or two months after publication 
and a free subscription to the magazine af¬ 


ter your third article. We take receipt of 
the article as permission to publish - you 
may not always be contacted before we 
use your article. 

Where to send contributions: 

Post articles directly to The Australian 
Commodore and Amiga Review , 23 Bon- 
nefin Rd, Hunters Hill. Or call (02) 817- 
0011 to arrange modem transfers. Don't 
send us your original - we cannot guaran¬ 
tee return, and it may become damaged in 
the post. Send 5 1/4 inch disks in an 
Australia Post cardboard Post Pak espe¬ 
cially designed for carrying disks. Do not 
use padded post bags - these have a ten¬ 
dency to make the postman want to bend 
them in half. Amiga disks can just be 
sent normal mail. 

That's it! For a more detailed version 
of the above, call our office and ask for 
the complete writers guide. ■ 
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63 


HPD 

26,27 

island by Mail 

36 

Lazarus 

63 

Megadisc 

55 

Microcomputer Spot 

36676869 

Multicoin 

IFC 

Micro Accessories 

5? 

Pactronics 

3743 

Parcom 

51 

Photographs 

51 

Prime Artifax 

57 

Questor Competition 

41 

Rosenecrth 

63 

Subscriptions 

6 

Viatel 

30,31 

Westend 

17 

White's Computers 

44 

YPA Holdings 

LOBC 
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Commodore Printers 

the logical solution 

For every Commodore computer there is a Commodore printer that is 
designed to cover your specific needs whether you are an owner or user of a 
Commodore 64 or 128, an AMIGA 500, 1000 or 2000, our PC range including 
the exciting new PC-COLT and PC-10 series III. 


Commodore printers are designed to give you total compatibility with the rest 
of your computer system with built-in high performance and at the same time 
offering value for money. 



Commodore MPS 1250 Dot Matrix Printer 



Commodore MPS 1280 Dot Matrix Printer 





Commodore MCS 810/820 Colour Series 



Commodore MPS 2020 Dot Matrix Printer Commodore LP 806 Laser Printer 




commodore 

COMPUTER 


Available at your local Commodore dealer. 


































































"The most impressive looking 
backgrounds, action areas and 
character sprites that have been 
created for home screens." 
"Hauntingly realistic..." * 

Amiga User international. 

" Animation, authentic sword 
fights, beautiful digitised speech, 
an original sound track, the feel of 
a professional and successful 
stage production." 

ST User/ 


"The biggest game ever... 
exquisite backdrops." 

Games Machine. 
"An epic game with a style and 
content not yet matched in 
breadth of vision and 
development." "Mind blowing." 

PREVfEW C & VG 

"Complex game play, stunning 
graphics, nice sound and sense of 
humour. What more could you 
wish for?" Computer Games . Week. 


An epic arcade and adventure game. Strategy, 
. sword fights and space shoot 'em-ups all 
feature in this unique fantasy of pirate and 
princesses, a far-away universe and a quest for 
the mysterious KRISTAL of Konos. 

The KRISTAL is the first of its kind..: 

"An experience once played 
never forgotten." 

•• • .* games machine 
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